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Denny O'Neil. Rocketeer. Flaming #19 Interviews: Jim Starlin, John 
Carrot. Legion. $5. Byrne, Dave McKean, Jean 
VanderPyl. Rocketeer. Spider. 


#8 Interviews: Batman scripter Tiny Toons. $6. 


Sam Hamm, Walt Simonson, 

Moebius, Mike Baron, Jerry #20 Interviews: Jim Shooter, Bill 

Ordway. X-Factor. Hulk. $5. Campbell, Fabian Nicieza. Viking 
i Prince. Rocketeer & ancestors. 

#4 Interviews: John Buscema, Alan 

Moore, Chaykin, Roy Thomas, X-Force. Fly. Comet. $6. 
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On the Comics Scene 


America's hottest 
comics publication explores 
the four-color world with amazing 
previews of new comics & in-depth 
interviews with their creators! 
Plus: all the latest comics movies, 
TV shows & animated 
adventures! 


11 OUT FOR BLOOD 
Valiant's Bloodshot 
carries a bigger gun. 


16 DARK & VIOLENT 
That's how Jae Lee 
describes his style. 
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10 Ways You Can Save Comics 


n case you hadn't noticed, there's always something awfully, terribly, bad 
T» in the real world. Civil wars. Homelessness. The AIDS plague. 

Racial incidents. Head-on collisions. Airplane crashes. And, yet another 
disgruntled postal employee on a stamp-induced rampage. 

There's always someone willing to give us all this bad news. That's espe- 
cially true here in New York City, where all the local TV half-hour newscasts 
feature 25 minutes of bad news, plus sports and weather. 

The sheer awfulness of it all can get pretty depressing. And, that's certainly 
one of the reasons that we read comics—to escape, for 22-odd pages of 
four-color excitement, into a fantasy world where the bloodthirsty vigilantes 
never deliver mail (even part time), where good triumphs (mostly) over evil, 
where even TV weathermen are intelligent. 

This summer, as you'll see this issue, there are a great many new universes 
a’borning, expanding further the boundaries of our graphic fantasy worlds. 
There are countless other new comics and comics companies. As Kim Howard 
Johnson outlined last issue in his “Crisis of Infinite Comics” essay, this 
unprecedented abundance of four-color fantasy will eventually result in 
some awfully,,terribly, bad realities: Not every one will survive. 

Well, we've been debating these dire predictions, and we've come up with 
10 things that you can do to help save a part of the comics world. 

1) Read the comics you buy. Despite the magical price guides which 
promise almost-instant riches, comic books were never intended as Wall 
Street-size investments. They’re supposed to be entertainment. This plague of 
senseless, irresponsible price guides is spawning an environment that could 
truly destroy the field, but that’s another word balloon, isn’t it? 

2) Buy only one copy of what you read. Tired of the cover gimmicks that 
“force” you to pick up more copies? Want money left over? Just buy one. 

3) Turn your friends on to comics. It’s always OK to buy two copies of any- 
thing, if you're going to give that other copy to someone who doesn't yet read 
comics regularly. Maybe he or she will enjoy them as much as you do. 

4) Do give comics away. Comics subscriptions are a great present (it's like 
giving someone 12 separate gifts, doled out in regular monthly installments). 
Birthdays and holidays provide the perfect occasions. Don't want to deal with 
subscriptions? It's just as much fun to gift wrap a graphic novel, a trade 
paperback edition of classic tales, a hardcover collection of nifty comics strips 
or (where available) a gift certificate good at your local comics shop. 

5) Try something new for a change. Do you have a few bucks left over from 
your weekly purchases that you don't know what to do with? Ask the store 
clerk or a friend. Take a shot. Buy any comic you've never tried before. It's 
like sampling another kind of ice cream. Maybe you'll find a flavor you never 
thought you would like, and you don’t just like it, you Jove it. 

6) If you don’t like a comic, don’t buy it. Don’t feel pressured into a pur- 
chase by “investment opportunities,” polybagging, cover gimmicks, cameo 
guest shots by popular characters or anything else. As human beings, we are 
free to do what we wish (as long as we observe legal and societal rules, or are 
willing to suffer the consequences of our actions). No one can make you buy a 
comic book (or for that matter, a magazine about comics). You simply do not 
have to buy it if you don't want to do so. 

7) Find something you like and stick with it. What you read is up to you. 
And, like ice cream, everyone's taste is different. Only a few people love 
chocolate and vanilla and strawberry and broccoli. 

8) Patronize your local comics store(s). They're the specialty merchants 
who really know the field. They stock as many titles, graphic novels, trading 
cards, posters, T-shirts and such as they can. And, they cater to fans because 
that's their job, their mission, their life. 

9) Subscribe. If you can't find everything you want at your comics shops 
or, sadly, there are no stores near you, trust to the mails or the subscription 
services, which also exist to serve you. 

10) And even if you don't read comics or magazines about them, read. 
Read something. Read anything. That's the most important thing you can do 
to save this world or any other: Just read. 


—David McDonnell/Editor 
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America's hottest comics 
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THE magazine of movie terror 
is more horrifying than ever! 
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«OK guys, this is the first time 
I've ever written to you and I 
have a bone to pick! Your mag- 
azine is one of the best ever on 
the comic book industry. I look 
forward to every issue because 
of the quality and information. 
My favorite part are the arti- 


Eglin AFB, FL 32542 


Well, we did do this. About six 


| times. In CS #34, Kirby (as well 


as Roy Thomas and Tony 
Isabella) discussed the new 
Topps titles. In past issues, 
Kirby and Joe Simon talked 
about Captain America (CS #14; 
a second, different article ran in 
CS YEARBOOK #1) and Fighting 
American (CS #11). And other 
Kirby interviews? Look to 1992's 
CS SPECTACULAR #6 and this 
summer’s CS YEARBOOK #2 
(on sale July). 


...1 would like to see Flash pro- 


\ 
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cles that showcase the artists 
that actually draw the comics. 
You've had some of the best in 
your magazine. Now here’s the 
bone that I have to pick with 
you: Of all the artists that you’ve 
featured in your magazine, I 
haven't seen perhaps the great- 
est of them all! 

I'm talking about Jack Kirby! 
How could you have all these 
other artists featured and not do 
a very comprehensive up-to-date 
article dedicated to the king? 
You can right this wrong by 
publishing an article that covers 
all the new creations that Kirby 
has about to come out. His 
return to comics after all of his 
career achievements is very 
significant! Kirby is the first 
pioneer of the new breed of 
comic artist seeking creative 
control. 
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ducers/Rocketeer writers Paul 
DeMeo and Danny Bilson at- 
tempt a live-action, first-run 
syndicated Shazam! TV series. 
Not to offend any Trekkers out 
there, but if any series could 
break the Star Trek monopoly of| 
first-run syndication, it's 
Shazam! Why? Well, it’s the one 
comic book feature to blend off- 
the-wall comedy with dark, 
gripping drama, and thrilling 
action/adventure with out 
landish sight gags. Find that 
perfect balance and you've got a 
guaranteed blockbuster hit se- 
ries. A good blueprint for the TV 
show is my own personal fa- 
vorite Captain Marvel adven- 
ture, Shazam! #34. In that issue 
you get the whole spectrum, 
from Marvel hovering in the 
air, as if in a Contour Lounger, 
making wisecracks after shrug- 
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Art: Ernie J. Stiner 


ging off Captain Nazi’s powerful 
weapon, to the very intense 
Batman-like drama of Freddy 
Freeman planning his revenge 
against Captain Nazi. 

The casting is also very im- 
portant. For the leads of Billy 
Batson and Capt. Marvel, only 
two unknowns who bear strong 
resemblances to the drawings of 
Billy and Cap would do the 
series justice. But for the 
supporting characters, more 
recognizable stars would be a 
must. My wish list: Mr. 
Belvedere’s Brice Beckham as 
Freddy Freeman/Capt. Marvel 
Jr; Chuck McCann as Uncle 
Dudley Batson; either Billy 
Barty or Henry Gibson as Dr. 
Sivana; Burgess Meredith as 
Shazam; Tim Conway as Mr. 
Tawny; Frank Gorshin as 
Sterling Morris; Clairissa 
Explains It All's Melissa Joan 
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Hart would be a charming Mary 
Batson/Marvel—or if it would 
be more logical, in a TV sense, 
to make Mary an older sister, the 
perfect choice would be either 
Christina Applegate, Ami 
Dolenz or Out of This World's 
Christina Nigra. 

I hope this letter may have 
set the wheels in DeMeo and 
Bilson’s heads in motion. I can 
picture a classic scene now: It's 
the pilot, Elvis’ “King of the 
Whole Wide World” is playing 
in the background, Billy, wor- 
ried about providing for his sis- 
ter and uncle, comments to 
Freddy; “Y’know, sometimes I 
wish I had a magic word that 
would make everything all 
right.” Then, off he goes to sell 
his newspapers by the subway 
station. 

Lee Solomon 

Sterling Hts, MI 
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alibu's Ultraverse hits the stands 

this month. A new world and 

new characters are introduced to 
everyone on the comics scene. One of 
those characters is Lady Killer, = 
member and future leader of The = N 
Strangers. And she could be yours! i 
Our friends at Malibu Comics are al- l == 
lowing us to give away original art by 
Strangers artist Rick Hoberg. So, the H 1 
pencils of what you see on this issue's H4444 i 
cover and in the story (see page 30) can = 
find their way into your hands. E 
Here's what you do: Send one post- 
card only (absolutely no envelopes, 
please) with your carefully printed 
name and address (street/city/ 
state/zip) to Ultra Art c/o COMICS ||! 
SCENE, 475 Park Avenue South, 8th 
Flr., NY, NY 10016. Send by regular 
mail only. No overnight mail service or 
FAXes. Neatness counts. Illegible 
addresses will be disgualified. Only 
one entry per person or per address. 
Any and all multiple entries will be 
discarded. All decisions of the judges 
are final. 
The contest is open to all, except 
employees (and freelancers) associated 
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August 9, 1993. A random postcard 
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the prize will be sent out. Please note: 
No responsibility is assumed for any 
lost, misdirected or 


ate entries. 


mounted on 8 12” x 
15” wood plague 

have already started to increase in value. 

Dealers expect prices will continue to climb! 
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the Man Who Has Changed The 
Look of Science Fiction 


ALIEN 


Introduction 


y 
Timothy Leary 


This magnificent art 
book is filled with 
detailed color re- 
productions of H. R. 
Giger's brilliant de- 
sign work for ALIEN. 
Filled with sketches, 
paintings, scenes 
from the movie, plus on-the-set photos, it chronicles the 
film that broke new ground in the art of motion picture 
design and earned an Academy Award for the Swiss 
artist. 

In a fascinating diary, Giger traces his involvement in 
ALIEN from his initial conceptual sketches through to the 
final terrifying realization of his unique vision on screen! 
Giger's riveting paintings are faithfully reproduced in all 
their bizarre and frightening beauty, covering the me- 
tamorphosis of the ALIEN from egg to full-sized adult! 
Included are designs and scenes which never appeared 
in the film. 

Hardcover with warp-around dust jacket. 12" x 12" with 
over 150 full color reproductions! $39.95 + postage 


NECRONOMICON rn. GIGERS 
ECRONOMICON 


by 
Clive Barker 


This unique and truly 
magnificent volume pre- 
sents some of Giger's 
most powerful images. 
Filled with almost 200 
paintings, sketches and 
photographs PLUS pos- 
ter size foldouts, it also 
includes the artist's per- 
sonal reflections on his 
work. Hardcover with 
foil-stamped dusk jac- 
ket. Extra large 12" x 17" 
format! $69.50 + postage 


LIVE BARKER 


INTRODUCTION 


መጣህ 


SPELL II 


One of Giger’s most 
famous paintings. This 
large reproduction is 
filled with detail and 
mystery. The original 
painting has been on 
display in museums 
worldwide. (40” x 22”). 
$18.95 + postage 


| 
i 
| 
| 


DUNE VI 


In 1975, Alexandro Jodorowsky was set to direct DUNE. 
That version was never produced, but Giger’s striking 
design work remains. (30” x 21”). $13. 95 + postage 
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Bloodshot is different 


By HARLEY JEBENS 


here certainly ፤ 
are a great many ሂ 
comic characters 


running around toting big 
guns nowadays. You've got the 
Punisher, Nomad, Law Dog, 
Deathlok and all their cohorts at 
Marvel, Deathstroke and his ilk at 
DC, Judge Dredd and the Retaliator 
from independent companies. With 
all this run-and-shoot activity going 
on, who would have thought there 
would be the need for a comic chroni- 
cling the adventures of yet another 
guy with a loaded weapon, an excess 
of testosterone and time to kill? 

Kevin VanHook and his cohorts at 
Valiant comics, that’s who. And 
though Bloodshot—Valiant’s newest 
and perhaps most blood-soaked hero— 
bears a resemblance to these other vio- 
lent characters (he is a big guy with 
weapons that have a tendency to go 
off, after all) there’s plenty to separate 
him from the rest of his big gun-totin’ 
brethren. 


Taking over for the Eternal Warrior, Bloodshot goes back to England and 
joins up with Neville Alcott in “almost a James Bondian organization.” 


For one thing, it's not testosterone 
coursing through his veins. It's 
nanites. 

VanHook is the writer on the 
Bloodshot series, and he says of his 
protagonist, “Bloodshot has the ability 
to heal very quickly because of the 
nanites—this silicone-based comput- 
erized blood. It’s actually micro- 
computers, nano-computers that flow 
in what was his bloodstream—that 
give him the ability to control his 
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Art: Don Perlin/John Dixon 


Art: Don Perlin/John Dixon 


“If Project Rising Spirit had had its 
way, they would have developed an 
incredibly elite task force that would 
have been bodyguard/assassins, im- 
mortal killing machines. But things 


Characters & Art: Trademark & Copyright 1993 Voyager Communications, Inc. 


didn't go their way. Bloodshot was set 


free by our Geomancer character 
and ended up becoming a hero and 
fighting that group. 

“Bloodshot is a good guy, 
VanHook says. "He's really trying to 
be a hero in this world. 

“He had run-ins with the Mafia be- 
cause they had sold him out. It wasn't 
a situation where it was purely 
vengeance. He was on a guest for in- 
formation and he was attacked along 
the way. I'm not saying that he's not 


bloodthirsty at times; the nanites still 


have some of their original Rising 
Spirit programming. Whenever he gets 
attacked, or when he gets provoked or 
does battle, that stuff comes to the 
surface. And there’s an element that 
does like the fight. But he has a 
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E different direction [than the other guns anHook began his comics career that eventually Bloodshot would ከ6 first time Bloodshot appeared 
E "n' guts heroes.]" about 10 years ago as an inspire Rai's creation years later. in costume was in Eternal 
i 4 VanHook says, “Bloodshot is illustrator for Pacific and “In Secret Weapons this fall, we — Warrior #4. Gilad (the Eternal 
á The hero's first assignment unique in the sense that he's basically Marvel Comics, then worked on the have a pretty elaborate storyline deal- Warrior) repeated the favor and guest- 
3 for Neville's organization a guy who had his life stolen away short-lived Newstralia series. He ing with Iwatsu, the old man who's starred in Bloodshot #4 and #5, setting 
KI series of plane from him, his memories, his past. He created Frost the Dying Breed—a the head of the Japanese group. That up the nanite warrior's future 
E eh ond EP bei was really yearning to find out what it series about a mercenary named Jack storyline will deal with some of the activities. 

E Ver up: was. That was his all-consuming pas- Frost (which he discussed in CS motivation for him doing this type of VanHook says, ^The Eternal 
= 


metabolism and everything about his 
body. So, if he’s injured, the nanites 
are dozens of times more efficient than 
our own natural systems in terms of 
fighting off disease or infection. They 
can help drag out bullets to actually 
help him rid the body of any foreign 
matter. 

“He can take the risk of getting shot 
because he knows he'll heal. He's not 
an immortal per se, but he has such 
complete control of his body that it 
would be tough to put him down for 
the count." 


loodshot used to be Angelo 
B Mortalli, a Mafia hit man. Then, 
he crossed the wrong people, 

and was framed for murder. Turning 
state's witness, Mortalli was betrayed 
again and sold out to a Japanese 
conglomerate working on Project 
Rising Spirit—an attempt to create 
genetically enhanced bodyguard/ 
assassins. (Bloodshot #0, due out this 
fall, written and pencilled by 
VanHook, delves into Mortalli's past a 
bit more, revealing 
Bloodshot's full 
origin.) Even though 
the origin may seem 
similar to that of other 
gun-totin' heroes, 
VanHook stresses the 
differences between 


gun-type charac- 
ters are out for, 
in the Punisher 
sense, they're 
out to destroy 
the bad guys," 
he says. "It's a 
real overwhelming 
desire to crush the 
evil. That's not 
really Bloodshot's 
goal here. 


sion—trying to find his past. [That 
quest occupied the series' first five is- 
sues.] And then when he did discover 
his past, he found out he was a scum- 
bag, a Mafia hit man. He was a 
‘Goodfella’ kind of guy and really not 
8 nice person. So he's yearning now to 
take advantage of his second chance 
and move on. There's a running theme 
in some of my work of a renewal and a 
second chance." 

Nonetheless, VanHook says that 
Bloodshot's popularity is due, in part 
at least, to the "big gun factor." But he 
adds, "On the other hand, people who 
love the Punisher books and so forth 
want somebody who's very simple, 
who sees things in black and white, 
good-bad, kill-let ‘em live type of 
thinking. And that’s fine. That’s a type 
of character. But what we have with 


own programming, by the blood that’s 
trying to make him kill. At the same 
time, he’s put in situations where he’s 
not likely to be able to let everyone 
walk away. I think that his sense of 
humor is part of ‘the reason for his 
popularity]; he looks interesting. 
There’s not anybody else out there 
with that type of look—that big 
Frankenstein-looking guy with a big 
red dot on his chest. Those are the 
things that I find interesting.” 


Bloodshot’s “not really clear whether this is something 
he should be doing,” says writer Kevin VanHook. 


Art: Don Perlin/john Dixon 


#19)—for Caliber in 1986, then came 
on board at Valiant a year ago. Starting 
as production manager, he gradually 
became an editor. He's now Valiant's 
executive editor. Currently, he edits 
Rai and the Future Force, Magnus: 
Robot Fighter and Turok: Dinosaur 
Hunter. 

Don Perlin is Bloodshot's penciller. 
VanHook says of his collaborator, *We 
toss ideas around. Don is a big action 
fan, so he's pushing for that aspect. He 
was pushing the Mafia aspects." 

Valiant's universe is a very 
integrated one. And so it is that 
Bloodshot's  history—an 
future—is intimately connecte 
to that of other Valiant heroes. 
His blood flows literally 
through Rai (from Rai and the 
Future Force) in the year 4002. 


The writer says, “After a 
good portion of the Rising 
Spirit projects had been done, 
Geoff broke in and freed 
Bloodshot, because Geof 
realized that this wasn’t the 
way fate was meant to play out 
its hand for Earth. Bloodshot 
would have to become a 
defender of things. And i 
things had kept going the way 
they were, Bloodshot would 
have ended up being just a 
killing machine. Geoff knew 


operation with these Bloodshots. 
We've established in Bloodshot's first 
issue that there are other Bloodshot- 
type experiments, but they don't live 
very long at all. The idea being that 
the candle that burns twice as bright 
burns half as long. But it worked on 
Bloodshot due to the fact that he was a 
latent harbinger. He wasn't just ‘a guy." 
The odds were incredible, but it was 
just this particular combination that 
made this work in this man.” 


Warrior is the fist and the steel of the 
Earth. And the Geomancer is the eyes, 
the seer. Gilad’s ultimate responsibil- 
ity is to Earth and to fate, to destiny— 
that sort of thing. What he has to do is 
that foremost. And secondly, he has 
been dealing with Neville and with 
this organization in Britain—almost a 
James Bondian organization, involved 
in intelligence gathering, wetwork ac- 
tivities and things like that, Gilad is no 
longer able to spend much time on 


LAO AL RIGHT, PICTURES 
oe EFS GETTING 
BLOWN AWAY SELL PAPERS. 
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His first trip to the U.K. garnered Bloodshot a partner of sorts in Malcolm, a sleazy 
photojournalist. Each gets something from the other. 
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Bloodshot and Bloodshot is a character who sees the Geoff the Geomancer, who set ፪ 
those other tough greys a bit more. He’s not really quite Bloodshot free, will be one o x 
characters. clear whether this is something he the stars of Valiant's Secret ፳፪ 

"Many of the big should be doing. He's disgusted by his Weapons series. ፳ 


ing Company, Inc. 


Solar Art: Trademark Western Pul 


MAYBE YOU SHOULO መ ር መመመ TA Z 
TRY TALKING TO ል GUY VE LEARNED THAT Wf 
BEFORE YOU KILL HM. //ሪ MUCH, AT LEAST... 


YOU MISSED ANY 
W7AL ORGANS. IT 
COESN'T FEEL 
GOOG, BUT I CAN 
PEAL WITH IT. 
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HELPS ME CONTROL THE 
AEALING PROCESS. 
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Art: Don Perlin/John Dixon 
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r is much more of a philosopher and much more somber about things.” 


d 


that, because of Master Darque's in- 
volvement with the world. [Master 
Darque is the arch-nemesis of most of 
the Valiant Universe heroes.] Gilad 
must devote his attention to that fight. 
Bloodshot actually takes Gilad's posi- 
tion in the espionage agency, the big 
group with Neville Alcott. So, 
Bloodshot goes back to Britain [where 
Bloodshot #1 began] in issue #6. 
"Right off the bat, he's thrown into 
a situation where there have been sev- 
eral international flights that have 
blown up, or have crashed, or 
have had accidents. It turns out that 
they're all linked. They all had one 
thing in common; they all had the 


||, weaponer's agents that we have 


shown, the men in white suits who 
sell guns and so forth, on each of those 
planes. And it will turn out that the 
accidents were all just a galactic cover- 
up for someone trying to steal 
something. I say 'galactic' to give an 
idea of the scope," VanHook notes. 
"It's a really big cover-up. Bloodshot is 
sent in to find out who's doing it. And 
through the course of that, we'll 
introduce an exciting new character, 
who may get his own book towards 
the year's end. 


“Bloodshot has a sense of humor,” notes 
VanHook. *He's willing to take chances 
that the others might not." 


Art: Peter Grau/Stan Drake 


“Bloodshot will take on an interna- 
tional feel. It did originally with the 
first issue, which we set in England. 
And this next storyline has him going ከ 
through France and various places... 
Taiwan, I believe. We may have stories 
in the Netherlands or wherever. The 
cause of this is that this group of 
Neville's isn't specifically a British 
agency, it's more or less a coalition of 
nations, an extension of various peace- 
keeping forces. 

"We're going to do a storyline going 
into detail on Project Rising Spirit, 
bringing a sort of resolution to that 
end of things. That will tie in with 
Secret Weapons." 


e future holds other twists and 
Tes for Bloodshot. “Malcolm 

Bloodshot's reluctant ally, seen 
in #1] has been keeping the apartment 
in England rented, keeping the 
squatters out for Bloodshot,” the 
writer explains. “I would describe 
their relationship as an antagonistic 
friendship. Bloodshot is at once both 
disgusted and fascinated by Malcolm, 
this sleazy, yellow journalistic 
photographer. He's the kind of guy 
who would sell out his mother, but at 
least he would get a good price. Their 
relationship is definitely a give-and- 
take, but Malcolm tends to do more of 
the taking. Malcolm supplies 
Bloodshot with informers and things, 
and what Malcolm gets out of it is tips 


HE'S BEEN INA LAHA 
INCE HE WAZ 
THE 
NTIC. 
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Art: Mark Moretti/John 


“The Eternal Warrior is probably the most grim of the characters.” à 


on places to go where stories are hap- 
pening, so he can make a few bucks. 
Most of the time, Malcolm just tries to 
drink himself into oblivion. 

“Bloodshot will ከ6 coming back to 
Eternal Warrior in the storyline Pm 
working on now with Mark Moretti on 
that book. In one of my early issues, 
when I first started working for 
Valiant, I did a story called ‘Evi 
Reincarnate,’ which dealt with a char- 
acter we called the immortal enemy, a 
man who would die and be reincar- 
nated as someone else. Just a pure evi 
character, and Gilad would hunt him 
down and kill him. This has gone on 
for thousands of years. In the latest 
storyline, this character has risen 
again. At various times through his- 
tory, he hasn’t always just died and 
been reborn. He was able to, at the 
moment of death, by sheer force o 
will, force his consciousness out of his 
body and into someone nearby that he 
had physical contact with. And he 
gets inside Gilad. And becomes the 
Eternal Enemy. It’s a pretty exciting 
j N storyline, and we had to bring 
Bloodshot's “put in situations where he's someone else in that would be strong 
not likely to be able to let everyone walk enough to help defeat him. That's 
away,” even if he’s uncomfortable with it. where Bloodshot comes in.” 


VanHook also writes Valiant’s 
Solar, Man of the Atom and (with 
Moretti) Eternal Warrior books. “Solar 
is much more of a philosopher and 
much more somber about things [than 
Bloodshot is]; he has the weight of five 
billion lives on his conscience. The 
Eternal Warrior is probably the most 
grim of the characters. He has walked 
the Earth for more than 5,000 years, 
and seen a lot of death. There’s a con- 
trast between these three characters. 
Bloodshot has a sense of humor, prob- 
ably a better sense of humor than the 
other two. He’s willing to take chances 
that the others, at least Solar, might 
not, in certain ways, with his life. Not 
necessarily physical chances, but life 
choices and things. 

“Bloodshot’s going to try to start 
living life to the fullest in many 
ways," Kevin VanHook explains. "He's 
going to try to explore romance. His 
entire memories of his former life were 
completely taken from him, and he 
only had little snippets and flashes of 
what it was like. So now, a new 
relationship or anything like that, it’s 
all new, unexplored territory. He’s 
really out to see what he can get out of 


life.” © 
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“There’s nothing wrong with doing super- 
hero comics,” smiles Lee. “They’ll keep me 
young.” 


ae Lee doesn’t look like your 
typical comic book : The eager 
20-year-old in the Hard Ri Cafe 
-shirt seems like he would be more 
comfortable at a U2 concert than 
behind a drawing board. Nonetheless, 
he's one of the hottest illustrators in 
the field today. 

Lee (no relation to Jim or Stan) hails 
from the Washington, D.C. area (“A 
nice place to grow up, but not that nice 
when you're young and single!"), and 
first shot to prominence drawing 
Namor, the Sub-Mariner. His take on 
Marvel's first mutant was different and 
refreshing. 

The witty and soft-spoken artist 
found that his year with Namor taught 
him a great deal. “I didn't learn 
anything consciously, I learned from 
on-the-job experience. Working under 
such a tight deadline on a monthly 
book was probably the best thing for 
me. I learned how to draw under 
pressure, which comes in handy," he 
laughs. 

“It has become much easier. I re- 
member when I first started, it took a 
week to do a page. I would break out 
the page in panels, take a sheet of pa- 
per, draw the panel, then trace onto 
the Bristol [board], re-draw it and 
overwork it to death so much that it 
looked very stiff. Now I draw straight 
on the board, it comes much easier to 
me and I’m much happier with the 
stuff I'm doing." 
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That's exactly how Jae Lee describes 


his comics style. 


By PAT JANKIEWICZ 


Already out, Jae Lee's Chapel storyline 
begins the Youngblood: Strikefile. 


As an artist, he has a goal. "The 
three books I would like to draw are 
Superman and Batman and Captain 
America," he states. "Everybody 
knows who Superman is; he's the most 
popular name in cult fiction, there's so 
much history to that character. That 
goes for Batman and Captain America 
as well. They would be really interest- 
ing to do. If I drew Su 
tell a person on the 
would say 
they would say, ' 


365 comics career began when “I 
Lis just dropped out of 

commercial art school. I went to 
New York with a portfolio, saw some 
editors and they didn’t like my stuff. 
Then, I met a writer named Scott 
Lobdell [CS #35], who writes Uncanny 
X-Men now. He took my samples 
around for me, things happened and I 
got a job.” 

His childhood art hero was John 
Byrne. “The first comic I purc d 
was a Byrne book; I used to imitate his 
style and draw just like him,” the artist 
grins. “But when I started drawing pro- 
fessionally, I lost that influence.” 

Ironically, he went from admiring 
Byrne to working with him. “When 
they asked me to do Namor, at the time 
they also offered me several other pro- 

E iding Silver Sable and 
Deathlok but 1 decided to go with 
Namor instead, because John Byrne 
was working on the book. 1 also liked 
the ditor, Terry Kavanaugh. 

nterest- 
ing,” Lee admits. “My first issue took 
me three months to draw, because I 
wanted to make a good first impres- 
sion—I was following John Byrne 
and,” Lee smiles, “John would actually 
look at these pages! After a while, I 
started to get into my own groove and 
develop my own style, and totally 
went off on it.” 

Lee took a subversive approach to 
the Sub-Mariner. “I have never seen a 
[Namor creator] Bill Everett Namor, so 
I really wasn't paying too much atten- 
tion to that. The Byrne stuff I was t 
ing to get away from, because when | 
was 13 years old, I used to do a dead 
ringer for Byrne, and I wanted to get 
away from it. 

“For my first issue of Namor, I did a 
very geometric, angular, stylized ver- 
sion of Namor, and then when I started 
inking my own work, that’s when I 
found my current style, which is more 
like Simon Bisley and Bill Sienkie- 
wicz. I totally beefed up Namor. I think 

yrne liked what I was doing,” Lee 
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smiles. “I don't think he'd be as happy 
if I just did a rip-off of his stuff.” 

He enjoyed altering “Marvel's first 
and mightiest mutant.” “Oh yeah. It 
was great to take that character and 
change him. That's why I want to do 
Batman, Captain America and 
Superman—I would like to make them 
dark. Batman, who should be a dark 
character, isn't portrayed that way. I 
would give him stubble and a 
cigarette," Lee jokes. "We would get 
letters from pissed-off mothers ev- 
erywhere!" 


here's a cinematic look to Lee's 
[ artwork, as seen in his film noir- 
ish Namor. “I love movies; I 
watch a lot of them, perhaps too 
many,” he laughs. “As far as my 
artwork goes, I like to take a cinematic 
approach. If it wasn’t for comics, I 
would probably go to film school.” 
The artist worked with another 
group of mutants, but didn’t enjoy the 
experience. “I did X-Factor, but 1 


Lee’s style 
contributed to 
the change in 
Namor’s look. 
“Tt was great 
to take that 
character and 
change him," 
he notes. 


follows his 
Youngblood 
work. Lee's 
own book 
appears later 
this year. 
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wasn't happy with my work. I had to 
turn the stuff out too fast. I was also 
doing Namor, and since we didn't 
have any fill-in issues, I was doing 
both at the same time." 

Lee takes inspiration from the 
greats. “Right now, I would have to say 
my major influences are Simon Bisley, 
Dave McKean, Mike Mignola, H.R. 
Giger, Bill Sienkiewicz and Patrick 
Nagel," he states. 

He recently got to team with one of 
them. “I worked with Bill but unfortu- 
nately, on the Namor we did, the dead- 
line was so tight I wasn’t able to do my 
best work, I’m sure Bill also had to do 
it fast. I wish in the future we could 
work on something together that we 
could take our time with.” 

Lee marvels at the power of comics. 
“What astounds me is how many 
people read these books. The fact that 
it goes outside of the United States— 
we get letters from Germany, England, 
Australia—that’s from Namor alone!” 

Ironically, though the young artist 
gets international acclaim for his art- 
work, the one place he doesn’t get such 
attention is at home. “My parents think 
I should be in school,” he shrugs. “I 
don't think they appreciate it. They 
grew up in Korea, where there was no 
such thing as comics. My older brother 
Sang studies business and he's not a 
comics fan. He thinks what I’m doing 
is very childish,” Lee says sadly. 


Namor Art: Trademark & Copyright 1993 Marvel Comics Entertai 


omics have always been 

important to Lee. *I was born in 

South Korea in 1972. I came 
here when I was five years old, and I 
picked up my first comics when I was 
11—Alpha Flight #13 and Secret Wars 
#1,” he admits. *With all those Marvel 
superheroes on the cover, I just had to 
buy it. I was a fan of Marvel and DC. 
When 1 collected comics, I never read 
any particular title, but if it had good 
art, I would pick it up.” 

The artist recently joined Image 
Comics. “Yes,” he says proudly. “I’m 
working on three issues of 
Youngblood: Strikefile with Rob 
Liefeld, a three-issue WildC.A.T.S 
mini-series and my own book, which 
will be out in December.” As for the 
book's title and other details, Lee re- 
mains mum. “1 have the concept for it, 
and it'll be very interesting!” 

He feels the biggest break in his ca- 
reer “was the day Image called. I 
thought I would be doing ‘the standard 
Marvel Comic’ for years, and then 
Image called and gave me a bunch of 
great ideas. They're just an energetic 
bunch of people to work with. Most of 
the stuff I’m doing now is for them.” 

Image appealed to him because “I 
enjoy looking at good artwork, and 
there doesn't seem to be a whole lot of 
that around. The Image books I like a 
lot—I also like Tundra and Fleetway. 
As far as Marvel and DC go, there's not 
much.” 

Lee has also bid farewell to the 
avenging son of Atlantis. “1 left Namor 
because 1 had been doing the book for 
about a year, and I didn't have any 
problems except that the deadlines 


Lee is enthusiastic about the Image gang: 
*They're just an energetic bunch of people 
to work with.” 


His film noir-ish approach to comics reflects Lee's interest in movies. 


were getting closer and closer, and I 
found myself rushing and wasn't 
happy with the work I was putting out 
in the later issues,” he explains. “I 
needed a change of pace, and the 
Image offer came along. It seemed like 
the perfect opportunity, so I took it.” 
As an artist, he jokes that “I want to 
be known for staying out of jail! 
Seriously, I want to be respected. I 
know Todd McFarlane is fond of say- 
ing that, but it’s true. If you’re young 
and come up with any kind of success, 
some of the older artists out there don’t 
treat you like an artist. They still treat 


you like an amateur. 

“To them, you will always be an up- 
and-comer. There’s nothing wrong 
with that, but I feel people should be 
treated based on what they can do, not 
their age or how long they've been in 
the business.” With some older artists, 
Lee feels “that there's nothing that 
binds us together except for the fact 
that we work on comics!” 

He’s surprised by his current popu- 
larity. “It hasn’t sunk in yet,” Lee 
laughs. “When I first started, I did a 
convention appearance, and I had no 
idea what kind of market there was for 
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All WildC.A.T.s Art: Trademark & Copyright 1993 Jim Lee/Courtesy Homage Studios 


this stuff or what fans were like. When 
you used to buy comics, you read them 
and that was it. You didn’t go out and 
buy 50,000 copies. 

“I remember sitting at the signing 
table, doing sketches and they weren't 
free. A seven-year-old kid came up and 
said, ‘Could you do me a sketch for 
free?’ ” he laughingly recalls. “I did, 
and he took the sketch and said, ‘Now 
I can take it to school and sell it!’ It’s 
like, you can’t trust anybody!” 


ee is about to do a stint on 
| Marvel's favorite web-slinger. 
"I'm doing Spider-Man, issues 
3440-4842. I like to draw people with 
facial expressions, and with Spider- 
Man, you can't rely on that,” Lee notes. 
“You have to rely totally on body 
posture. I think Todd McFarlane did 
an excellent job with that, which is 
why it's gonna be so hard to follow 
him on it. 
“111 probably do it with Spider- 
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“፲ enjoy looking at good artwork," Lee 
explains as to why he likes Image. 


“As far as my artwork goes, I like to take a 
cinematic approach," Lee says. 


Man's hands and body language. I 
haven't really worked on any super- 
hero comics, because Namor isn't your 
typical superhero. The way I draw is 
dark, with no costumes really. The 
closest I came would be X-Factor, 
which had some superheroes running 
around." 
His Spidey story will be something 
a "Marvel Team-Up," reviving a 
ast from the past. "It co-stars Iron 
Fist,” Lee explains. “We re-introduce 
him to the general audience, and that 
will lead into a new Iron Fist series. I'll 
be doing the first six issues. 
“Marvel has hopes for it to become 
‘the next Ghost Rider.’ It’ll be written 
by Marc De Matteis. Marc’s fantastic. 
When the Iron Fist project came about, 
the editor asked me if I was interested 
in drawing it—I said, ‘Yes.’ We sat 
around talking about writers and the 
first one who came to mind was Marc 
De Matteis. I called him up and asked 
him, and he said, ‘Yes!’ ” 
Ironically, Lee didn't care for Iron 
Fist. “Not really,” he concedes. “I al- 
ways thought he was goofy-looking, 
with the yellow slippers and all that. 
No offense to anybody, but the '70s 
were an awkward time. I like taking 
crappy characters like that and 
pumping something into them, 
and hopefully making them popular. 
The challenge is there.” 
The original Iron Fist introduced 
one of Marvel's most popular villains, 
the murderous manbeast Sabretooth. 
“Sabretooth will definitely come back 
for a guest appearance,” Lee predicts. 
“As far as the other villains go, I never 
read Iron Fist, 80 1 don’t know who the 
other villains are,” he laughs. “I’m sure 
they were all 1970s kung-fu rejects!” 
He’s enjoying his current assign- 
ment. “Youngblood epitomizes the su- 
perhero genre. The issue that I’m doing 
spotlights Chapel. He carries big guns 
around and shoots people. It’s very vi- 
olent and dark, which seems to be my 
trademark, in a way—‘dark and vio- 
lent.’ There’s nothing wrong with do- 
ing superhero comics. I think they’re 
great. They'll keep me young,” he 
jokes. 
Does he have plans after Image? 
“Right now, I’m just trying to think of 
one thing at a time,” he shrugs. “After 
Im done with WildC.A.T.S and 
Youngblood, I'll start working on my 
own book. After that, who knows?” 
The artist feels he has come full cir- 
cle. “My first book was Marvel Comics 
Presents #85—it was an eight-part 
Beast serial. It’s kind of funny how 
things turned out. Rob Liefeld had 
done the first two chapters, and I had 
to do the last six. Now, we’re working 
together!” 


feel 


Dark Horse 
welcomes'you to 


“Comics Greatest 
World.’ 


By KIMHOWARD JOHNSON 


he superhero universe is about 
T: expand to four new cities— 

the sites of Comics' Greatest 
World. But unlike most comics, the 
settings of Dark Horse Comics’ new 
line are just as important as its stars. 

“፲፻ all you're concerned about 15 
having guys in skin-tight suits knock- 
ing things over, I guess anything will 
do," says editor/designer Chris 
Warner. “But if you want something 
with a little more meat to it, that sense 
of place is very important to a story- 
teller.” 

Warner had the formidable task of 
designing all of the characters and 
their various environments for the 16- 
issue limited series, which introduces 
a new hero or group of heroes in each 
issue. There are four books set in each 
of the four areas of Dark Horse’s su- 
perhero world. X, Pit Bulls, Ghost and 
Monster live in the corrupt community 
of Arcadia. The Utopian Golden City is 
the home of Rebel, Mecha, Titan an 
Catalyst. In the heart of the Rust Belt, 
Barb Wire, the Machine, Wolf Gang 
and Motorhead operate in Stee 
Harbor, while the mysterious Vortex o: 
the southwestern U.S. features 
Division 13, Hero Zero, King Tiger and 
Vortex. 

Basing his creations on the cities, 
Warner used an architectural approach 
while fashioning the Dark Horse su- 
perhero universe. “Our concept o 
these different environments was de- 
veloped early on, each with a different 
flavor and design sense, and specific 
thematic underpinnings,” says Warner. 
“Once that started happening, it be- 
came much easier to develop charac- 
ters, because the stage was set.” 

Creative director Randy Stradley 
explains that the scenes were set 
through their environment. “We said, 
‘Well, here’s the city of Arcadia, here’s 
its personality and environment. What 
kind of heroes would logically exist in 
this environment? What agendas 
would they have?’ Once we deter- 


Coming 
Agent: 


om the hopé'fhat Gaiden 


of Change. | 


mined that, the characters took over, 
and we decided what drives each one. 
It's a different way than I ever thought 
of working, but it turned out real well. 
Each of the characters has an agenda. 
Each has something in their character 
which motivates them; it gives them 
something to do beyond just stopping 
crime. I don't even think we have any 
characters who've dedicated their lives 
to stopping super-villains or fighting 
crime!” 

“We came up with characters that 
fit the environment and themes to 
build characters from the inside out, 
rather than tossing out, a eestume, a 


yst teams the city's heroes as 


name and a power,” Warner agrees. “It 
grows more organically, rather than 
being constructed. I put Steel Harbor 
together as ‘Metal City,’ a Rust Belt 
post-hidustrial- nightmare -with 
characterg\likedMotorh ead; Wolf-Gang 
and Barb Wire. ‘wanted thenr in! a 
place withsa certain) look and feel to it. 
H:occurred to me/that:-the THdracter 
Called Awould work bestän a different 
type of eivironmént, more art deco 
and skyscrapers, and we came up with 
the idea for a city built by superheroes. 
All the different environments repre- 
sent certain facets of American culture, 
history and ascendance.” 
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መ settings—Arcadia, 
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‘the 


olden City, Steel Harbor and 
Vortex—had a very 


>— important influence on the titles. “I’ve 


always found it uninteresting when 
characters are set in the same milieu, 
and it's always a place that exists [in 
the real world],” says Warner. “That 
limits you tremendously. When you 
must deal with the realities of New 
York or Los Angeles, you can only 
push things so far. It's much easier and 
more interesting to build a place from 
the ground up. It allows you to push 
the metaphor much farther in every 
way. Too often in superhero books, the 
stage on which they operate is 
secondary, and doesn't serve much of a 
function other than furnishing 
buildings to destroy. Every area here 
has a different character, look and 
function, and a sense of place that 
strengthens the story and themes.” 

“Arcadia represents America in the 
'308 and '40s, with gangsters, hoods, 
underground crime and political cor- 
ruption,” says Dark Horse managing 
editor Barbara Kesel. “Golden City is 
America in the '50s and '60s—technol- 
ogy will fix everything, the world is 
golden. Steel-Harbor is like the down- 
and-dirty '808, where everything is 
techno-corrupt, and we can’t even trust 
our senses because man and machine 
are becoming inextricably intertwined. 
The Vortex is the future—it’s the un- 
known. Anything weird and strange 
can happen there. There’s a thematic 
tie to the characters and thé stories 
within each environment that echoes 
each piece of America.” 

The format of Dark Horse’s super- 
hero line is distinctive: 16 issues 
introducing 16 groups or characters, 
16-page stories released over 16 weeks 
at the bargain price of $1 each. 
According to Warner, part of the strat- 
egy was to make their books stand out 
on shelves during a summer when 
comics shops will be flooded with 
more titles than ever before. 

“Originally, we planned to start re- 
leasing some monthly books in the 
summer,” he explains. “We began de- 
veloping these books in the spring [of 
1992]; since there would be so much 
material out there this summer, we felt 
it was going to be hard to get people to 
pay attention to what we were doing if 
we released several monthly books. 


bout 


he says. “We don’t have to be. It’s like 
he real world—some people love qu. 


co 


Visit Arcadia 


A is an East Coast city near 
New York controlled by corrupt 
politicians and organized crime run by 
a dark cabal of robber barons, remi- 
niscent of cities in the '205 and '30s 
where government, crime and business 
worked closely together. “That hap- 
pens today in certain places, at certain 
levels, but the main reason for doing 
this was not to point a finger and say, 
‘This is just like that place.’ The inter- 
esting thing was the concept that with- 
in an environment like that, where cor- 
ruption is institutionalized, the truly 
heroic people are the people who are 
often vilified, like whistle-blowers in 
large companies,” says Chris Warner. 

“In Arcadia, the heroes are regarded 
as villains, pursued by the police. The 
motives for most of these people on 
either side are in question, and that’s 
something we’re trying to do through- 
out this line. Rather than constantly 
define the characters for the readers 
every issue, we're looking to reflect 
reality. Learning peoples’ motives is a 
long process—people aren’t always 
sure of their own motives.” 

The hunt for X runs throughout the 
four issues spotlighting the city of 
Arcadia. "It's a citywide dragnet on 
every level,” says Warner. “The police, 
the criminals and everyone are trying 
to find this guy; in the lead-in stories 
in Dark Horse Presents, there’s an 
election going on and he’s killing the 
candidates. Part of his modus operandi 
is that he publicly announces who he’s 
going to take out before he does so, and 
he manages to get to them anyway— 
part of his point is that there’s no 
protection from X.” 

X features art by Warner and Tim 
Bradstreet, with a Frank Miller cover. 
"X is a very dark, violent character 
who's a law unto himself,” Warner 
notes. “His motives are not clear, other 
than the fact that he's killing people 
that he doesn't care for within this 
environment. He's a very dangerous, 
but calculating character, interesting 
on many levels—we don't really want 
to be hanging out with him and we 
don't elevate him to heroic stature. 

“He’s not easy to peg, which is what 
we're trying to do with all of these 
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characters. We're trying to keep an 
edge on all of them. Too often today, 
the characters are just a costume, a 
name and a set of powers—that’s about 
as deep as many of these characters 
get. We don't have characters without 
unigue elements. For me, the powers 
and name come from the personality 
or motivation of the character.” 

Pit Bulls is drawn by Joe Phillips 
and John Dell, with a cover by Bob 
McLeod. *We're not doing 16 origin 
books here, so this group of four char- 
acters is already functioning as the 
story begins,” explains Warner, who 
developed the title. *They're a group of 
young people who've been raised as 
orphans to be fighting machines or 
assassins. Unlike dogs, which can be 
raised to become attack dogs, people 
are a little more volatile, so these four 
have broken away and are hiding out 
in Arcadia. They're terrific fighters, 
but they really don't know how to do 
anything else. They've been specifi- 
cally trained not to be a part of society, 
to be completely dependent on the 
people who trained them. They've 
broken away from that now, and 
they're almost like little kids. They've 
been brutally abused to turn them into 
these things, so they're competent in 
one area, and screwed-up in others.” 

Monster is pencilled by newcomer 
Derek Thompson, with inks by Ande 
Parks. “Monster is a pretty self-evident 
character,” Warner explains. “It lives 
in the sewers of Arcadia, a huge, hulk- 
ing, incommunicative monstrosity— 
but, there’s someone trapped in there 
who would like to get out. It’s a very 
tormented character who would just 
like to be left alone, but wants to make 
contact at the same time, because it’s 
very alone. It’s a horrific, powerful 
being who, because of the situation, is 
not necessarily very rational. In some 
ways, it’s pathetic, but definitely 
the most powerful personality 
in the Arcadia line-up. Which is 
something else we like to do with our 
characters—the more powerful they 
are, the more screwed-up they are. 
There’s nothing more sickening than 
somebody who’s really talented and 
powerful, and also a good person!” 

Ghost, with art by Adam Hughes 
and Mark Farmer, sports a Dave 
Dorman cover. “Ghost has the flavor of 
a supernatural pulp character,” says 
Warner, “a ghostlike being that can 
go through walls and become 
corporeal for short periods of time. 
Ghost is the vengeful character of our 
line— we're trying to stay away from 
characters motivated solely by revenge, 
because that tends to be the first option 
of most character creations!” 

Jerry Prosser provides the 
stories within Arcadia. 
—Kim Howard Johnson 


Art: Bob McLeod 


Four orphans raised to be assassins break away from their trainers, 
but are at a loss to fit into society. They are Arcadia’s Pit Bulls. 


“X is a very dark, violent character who’s a law unto himself,” 
explains Chris Warner. 


Art: Dave Dorman 


E ofr 2 KNIN M ተ 
Ghost “has the flavor of a 1940s supernatural pulp character,” "It's a horrific, powerful being who, because of the situation, 
is not necessarily very rational,” Warner says of Monster. 


COMICS SCENE #36 23 


some people hate you, and we’re going 
to try to show all sides of these 
characters. We’re going to try to pre- 
sent fully-realized characters, without 
the expectation that they must be good 
role models or bad moral lessons.” 
One long backstory extends 
throughout all four environments and 
all 16 comics. “Each individual city 
story is separate, and the Arcadia 
story, which is essentially the search 
for X, is led into by three Dark Horse 
Presents stories,” says Warner. “The 
backstory involves these characters 
called the Seekers, who appear in all of 
the issues. They're looking for some- 
one in particular, and they’ve been 
drawn to this world because ofthe fan- 
tastic characters whos started 
appearing here. The Se re appar- 
ently looking for some they don’t 
like much. They "t know what he 
looks like or efe he'll be, and 
they're going city to city during 
these events, iftvestigating these super- 
characters. Im some stories, they're just 
observers; in others, they become di- 
rectly involved. They begin compiling 
their data in the Vortex books." 
“Arcadia is the first place the 
Seekers show up," explains Stradley. 
“They learn enough there to make 
them curious. Golden City, which has 
so many non-human, ultra-powerful 
characters, sets off all their alarms, and 
they pick up more information there. 
In Steel Harbor, they come across fur- 
ther information that gives them a 
triangulation on the enemy's location, 
which lead: 10-61 19 
Vortex.” THIRD ERSS NAL 
Even though Comics’ Greatest 
World isn’t Dark Horse’s first attempt 
at superhero comics, it is by far their 
most ambitious. “In the mid-80s, we 
did some superhero stuff, and it was 
very difficult at that time to compete 
head-to-head against the large compa- 
nies,” explains Warner. “At that time, 
we realized we needed to establish 
ourselves as a full-line publisher, and 
build our credibility slowly over time 
with retailers. Then, when we really 
wanted to compete in that genre, it 
wouldn’t be our whole publishing 
line—which is not our plan anyway. 
“At some point, 20 percent of our 
line is going to be mainstream, com- 
pany-owned superhero stuff. Unlike 
other companies which have come to 
prominence in the last few years, we’re 
more interested in getting new readers 
than having speculators buying 100 
copies of every book that we do. We 
don’t feel that’s a strategy that’s going 
to last. Certainly, people buy a few ex- 
tra copies of some Dark Horse books, 
but we’ve established a long-term 
readership with creator-owned proper- 
ties and licensed books, and we’re go- 
ing for that with superhero books. 
We're not interested in getting into this 
idiotic speculation bloodbath, and 
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tis a Utopian community, with 

no crime, poverty or pollution. 
“Golden City deals with hope. 
Everything is as wonderful as can be 
made so mechanically,” says Barbara 
Kesel. “It’s as though every lovely 


strange secret. 


blue-sky social program in the '60s and 
'70s went into effect without any bud- 
get problems." 

This community has been trans- 
formed by the ultra-powerful Grace, a 
young woman closer to a mayor than a 
superman, more of a political figure 
than a superhero. “Grace is calling to- 
gether the world's highest-powered 
heroes. She lives in a citadel on the 
cliffs overlooking the city, and every- 
body knows she lives there—it's like 
living near the Pope," says Kesel, ex- 
plaining that there's one menace link- 
ing the four-part Golden City tale. “ል 
big badass villain named Warmaker 
comes to town. He's a former soldier 
covered with organic armor, out of 
which he can form weapons. The mys- 
tery of the whole story is, is this hap- 
pening on its own or did Grace engi- 
neer it?" 

The Seekers have a smaller role 
here, showing up to check things out 
and test the beings at hand. 


The golden boy of Golden City is Rebel, an energy-based hero whose alter-ego has a 


Art: Jerry Ordway 


Art: Walt Simonson. 


Rebel is scripted by Kesel, pencilled 


by Tim Hamilton and inked by Gary 
Martin. Jerry Ordway did the cover. 
Rebel is the teenaged heartthrob of 
Golden City; he radiates and absorbs 
energy, and can short out energy-based 
systems. His human persona also in- 
volves a strange secret. The first issue 
of Rebel sees Warmaker jailed in a new 
super-prison located under Grace’s 
citadel, since everyone knows that 
Golden City is the safest place to de- 
tain the world’s most powerful people. 
Unfortunately, he escapes and Rebel 
must battle to contain him. 

Mecha is written by Kesel, with art 
by Chuck Wojtkiewicz and John Lowe. 
The super-powerful Mecha has just 
come to Golden City, wanting to live 
where the rest of the cool superheroes 
are. He wears lightweight armor, based 
on a mysterious alien technology, 
which can change form and create 
weapons. Unfortunately, he’s forced to 
tangle with Warmaker, in a story that 
picks up following the battle with 
Rebel, and the man inside the Mecha 
armor must figure out how to operate it 
while fighting for his life. 


He may ከ6 this Utopia’s most well-estab- 
lished hero, but Titan has problems play- 
ing with the other kids. 


Lightweight alien armor houses Mecha, 
who came to Golden City to be with the 
cool superheroes. 


Titan, scripted by Kesel, is drawn 
by Brian Apthorp and Jimmy Palmiotti, 
with a cover by Walt Simonson. Titan 
has classic super-powers like strength 
and endurance, but he also has an atti- 
tude problem. Titan has trouble play- 
ing well with others in the Golden City 
because he’s brash and competitive, 
though he’s one of the community’s 
oldest established heroes, and has to 
take on Warmaker. Madison, Grace's 
only weakness, is introduced in this 
issue. 

Catalyst: Agents of Change features 
a George Perez cover, with Jan 
Duursema, Damon Willis and Rick 
Magyar illustrating Kesel's story. “All 
of the characters in Golden City col- 
lapse into Catalyst,” says Kesel. Grace 
assembles and leads a team of heroes 
that includes Titan, Mecha, Rebel, 
Madison and newcomers Ruby (an ar- 
mored hero) and the healer known as 
Rhapsody in the final battle against 
Warmaker. 


—Kim Howard Johnson 
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See Steel Harbor 


teel Harbor is a Rust Belt, post- 


industrial nightmare that explodes 
with super-powered gang warfare. 
Twenty or 30 years ago, it was the 
envy of the world, a manufacturing 
giant that has decayed into a 
crumbling, rusted-out hellhole. 


hine, a cyberpunk character, works with Barb Wire to find a method to the 
madness that is Steel Harbor. 


“The city government can't control 
the chaos,” explains Chris Warner. 
“What they can’t fix, they don’t even 
bother with. It’s a statement on what 
has happened to the inner cities in this 
country—the problems have grown so 
great that people have just thrown up 
their hands.” 

As the cities begin to crumble, large 
portions of Steel Harbor have been 
taken over by gangs led by super- 
villains. The gang warfare is on an 
apocalyptic scale, which comes to a 
head in the four comics set in Steel 
Harbor: Barb Wire, The Machine, Wolf 
Gang and Motorhead. “Several of the 
super-gangs have banded together, 
rather than fight each other. One of 
those isn't as malevolent or aggressive 
as the others, so on the night that the 
four issues take place, the other gangs 
are trying to take out Wolf Gang,” says 
Warner. 
The events of the Steel Harbor 
books center around that attempt, a 
night when the town is in flames and 


‘Art: Mike Mignola 


In the post-industrial nightmare of 


the battle builds. The issues fügi 
a self-contained tale, although there ™ 
story element that weaves through all 
16 issues, and sets up the first issue of 
Dark Horse’s new monthly titles. 

Barb Wire is written by Chris 
Warner, pencilled by Paul Gulacy and 
inked by Dan Davis. "She's a high pro- 
file skip tracer or bounty hunter type 
of character,” Warner explains. 
“Within this environment, the city of- 
ficials have lost control, so they're ba- 
sically endorsing anybody who'll help 
keep the carnage to a minimum. At the 
beginning, Barb Wire is after a 
superpowered gang leader called 
Ignition. Along with the Machine, an 
operative currently working as an in- 
telligence agent for her, she finds out 
that ongoing riots aren’t just uncon- 


trolled rage set off by an event that 
'appens in the Golden City books. 
There is a very directed situation.” 

The Machine is written by Warner, 
with art by James (The Crow) O'Barr. 
Picking up after the events in Barb 
Wire, The Machine works with the 
bounty hunter to uncover what's 
causing the seemingly random rioting. 

“He’s a very powerful character, a 
cyberpunk character who can push his 
consciousness through phone lines, 
computer networks and satellites,” 
says Warner, *The Machine is like the 
character in the Japanese film Tetsuo, a 
cybernetic Tetsuo-type.” 

Wolf Gang, written and drawn by 
Warner, is at the center of the events in 
Steel Harbor. "They're probably the 
most powerful single unit,” he says. 


Steel Harbor, the officials turn to others, like Barb Wir 


“They tend to be less criminally ori- 
ented. Even though they're a hardassed 
unit and protect their turf swiftly and 
surely, as the other gangs started to 
knock each other off and become more 
powerful, the city has put their muscle 
behind Wolf Gang, because it's the one 
group strong enough to keep every- 


thing from blowing up.” 


Motorhead, written by Warner with 


art by Vince Giarrano, spotlights one of | - 


the most powerful characters of all. 
“Motorhead is a character introduced 
early as a backstory within the Steel 
Harbor story,” says Warner. “He’s a 
very volatile, powerful, tormented 
character that explodes with this issue, | 


and throws gas 
confrontation.” 


on the fire for the final 


— Kim Howard Johnson 


what we've always done. They've 
complained about comics shipping 
late, so we guarantee that if our books 
dwt ship the week we say they will, 

ey're 100 percent returnable, and 
nobody has done that before. People 
have complained that we’ve over- 
printed on some of our books, hurting 
their collectibility. We don't really care 
about what our books are worth in 10 
years, but because we listened, we’re 
just going to print to order on these 
books, so when they're sold out, 
they're gone! We're showing commit- 
ment, not jumping on a bandwagon. 


Hee ey SENS MAL 
our m have been tapped for 
F ongoing monthly status once the 
16-issue mini-series ends. The 
first issue of Vortex will be released 
shortly after the introductory saga’s 
conclusion, followed by X, Barb Wire 
and Catalyst, one regular series from 
each of the four environments. As the 
monthly line expands, Dark Horse will 
add a new title to each of the cities, so 
that next year, the line will include 
two titles from. each environment, and 
three each the next year, along with 
occasional mini-series and one-shots. 

“Our approach is different,” Warner 
announces. “Rather than try to stitch 
together a tapestry of a million books, 
with unwieldy continuity, perfunctory 
crossovers and four books featuring the 
same character, we prefer that these 
environments have very tight continu- 
ity. Like any city, the events going on 
there affect people. That also gives us 
the opportunity to flesh out the sec- 
ondary characters within those envi- 
ronments, and have those characters 
functioning within several books at the 
same time as integral parts of the envi- 
ronment.” 

Randy Stradley says that ultimately, 
Comics’ Greatest World will succeed 
due to the art and stories, and notes 
the Dark Horse limited series includes 
stories within stories. 

“The Seekers backstory ties every- 
thing together,” he says. “Within that, 
we have four separate stories that take 
place in each location, and within each 
issue, there are even more specific, 
smaller character-oriented stories. 
Coming up with good stories has been 
the thing that has driven us, and I 
think that’s our greatest strength at this 
point. We've had some great creators 
working on these book: f we'll have 
good art and good storied uess that's 
our gimmick!” PRINTED MATTER 

If Dark Horse has taken longer to 
begin a superhero line, it isn’t due to a 
lack of enthusiasm; Barbara Kesel ad- 
mits she can’t wait. “I dearly love su- 
perheroes,” she says. “I love the 
mythic quality of them, and I’m getting 
a chance to do my Wonder Woman/ 
Superman /great mythic character. I’m 
really jazzed!” 
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Inside The Vortex 


nlike the other three titles, the 

final four comics take place in a 
region of the Southwest, rather than in 
the confines of one particular city. 
Hoyo Grande is a would-be Las Vegas, 
home to has-been gangsters, washed- 
up lounge singers and fanatical 
mystics who plan to destroy mankind. 
Only a few miles away is the small 
bedroom community of Cinnabar, near 
the Cinnabar Flats U.S. Army Research 
Center—secret entrance to the vast un- 
derground complex built by aliens and 
known as The Vortex. 


The Vortex is the culmination of all 
that has gone before, including the 
mystery of the Seekers. "They've been 
going from location to location to de- 
termine whether the superheroes that 
populate this world have anything to 
do with their enemy’s presence on this 
world,” explains Randy Stradley. 
"They've come to Cinnabar Flats U.S. 
Army Research Center, but the heroes 
in the area only have contact with the 
Seekers in the final book. 

“All of these books are designed to 
introduce and put different characters 
through their paces. King Tiger and 
Hero Zero never meet, but Hero Zero is 
involved in the kind of adventure that 
would logically involve him, and at 
the point where he breaks off his story, 
it is turned into more of a King Tiger 
type of problem.” 

Division 13 is written by Stradley, 
with art by Doug Mahnke. “Within the 
Cinnabar Flats military base is Block 
13, which is a cell block containing 
human beings affected by an alien 
virus or by close contact with the 
Vortex—an interdimensional nexus 
created nearly 50 years ago,” explains 
Stradley. “Some of them are super- 
powered, and some are just deformed, 
virtually kept as prisoners and used for 
government research.” 


“Vortex is an alien scientist trying to combat a federation of alien civilizations,” says 
Randy Stradley. “They’re wiping out all life wherever they find it.” 


Art: Frank Miller 


Division 13 is made up of four 
escapees from Block 13, whose 
mission to free prisoners from Block 13 
is interrupted by the Seekers’ arrival. 
“The group’s leader is Frank Lamb, 
who apparently has no super-powers, 
but does have abilities that will be 
played out in the future,” says 
Stradley. “Wrath is a huge, hulking 
blue guy with a wicked-looking axe, 
which he picked up on a brief, 
horrifying trip into The Vortex. Flux is 
a shape-shifter who can alter her ap- 
pearance while maintaining a basically 
human form. And the final character is 
Betty, who’s never seen. She’s the 
intelligence-gathering member of the 
group who always seems to know 
what's happening.” 

Hero Zero is written by Stradley 
and pencilled and inked by Eric 
Shanower. “Hero Zero is Ant-Man, 
he’s Giant-Man, he’s two heroes in 
one!” exclaims Stradley. “He’s a size- 
changing superhero who goes from 
really small to really big.” 

When the Seekers reach the Vortex 
in Division 13, they unintentionally 


Frank Lamb, Wrath, Flux and the unseen 
Betty make up Division 13, a group of 
Block 13 escapees who now try to free the 
rest of the block. 


release a menace that threatens Hero 
Zero. Although Hero Zero doesn’t ex- 
actly defeat the creature, he manages to 
save himself and his loved ones, and 
the deadly threat goes after King Tiger. 
King Tiger is written by Stradley, 
pencilled by Paul Chadwick and inked 
by Jimmy Palmiotti. “King Tiger is a 
Tibetan mystic, with various magical 
powers, residing in Hoyo Grande,” 
Stradley explains. “He doesn’t project 
beams out of an amulet or just shoot 
bolts through his hands—he's a physi- 
cal hero. He writes magical spells on 
the blade of his sword with his own 
blood, and uses it to slice demons!” 
The mystical superhero of the Dark 
Horse line deals with the menace after 
the events in Hero Zero, while the 
events in King Tiger lead to the final 
confrontation in Vortex. 

Vortex is written by Stradley, with 
art by Bob McLeod and a cover by 
Frank Miller. “Vortex is a supremely 
powerful character—the nearest equiv- 


alent would probably be having God or 
the Devil here on Earth, and depending 
on who you talk to, he’s one or the 
other,” says Stradley. “He doesn’t care 
what you call him, because he has his 
own agenda to worry about, and the 
concerns of mankind are almost be- 
neath his notice. It plays out on a big- 
ger canvas than X or some of the other 
characters, 

“He’s an alien scientist who is try- 
ing to combat a federation of alien civi- 
lizations, who are on a religious cru- 
sade to make sure no one else in the 
universe has their technology. They’re 
wiping out all life wherever they find 
it. The confrontation here with the 
Seekers sets the stage for the events in 
Vortex #1, the first ongoing monthly 
issue. The Seekers will be around fora 
time; they’re just the advance guard of 
a larger threat!” 


—Kim Howard Johnson 
mm 


. Arizona, they 
began building 
—Malibu's comics. 
universe from 
sa 


he origins of our own universe | 
are shrouded in mystery. When 


and how did it begin? What 
immutable rules govern it? Thinkers as 
profound as Albert Einstein and 
Stephen Hawking have pondered the 
many unanswered questions at the 
center of our cosmic destiny. 
Only slightly less obscure are the 


origins of the Ultraverse, the concept | 


- unifying a séries of new superhero ti- 
tles from Malibu Comics. While there's 
-no doubt that the Ultraverse sprang 
into being at a hotel in Scottsdale, 
a, that its principal architects 

e such seasoned comics pros 85 

Mike Barr, Norm Breyfogle, Steve 


-.. Englehart, Gerard Jones. and Len 


Strazewski and that its first effects on 
the comics industry will be felt this 
summer, the full ramifications of the 
project remain hidden from the vast 
majority of humankind. 

Malibu Editor-in-Chief Chris Ulm 
prefers to keep it that way for the time 
being. He and the various contributors 
to the new line'of books are willing to 
discuss the general Ultraverse outlines, 
but they refuse 16 divulge some key de- 

about how it differs from what 
come to. accept as everyday, 
plain-vanilla reality. - 

OK, let them play a few cards close 
to the vest now. Ulm and crew; how- 
ever, can't duck the big question facing 


a newer company contemplating the * 


institution of a complex continuity: 

Why do comics readers need yet an- 
other universe to keep track off? 

“We started off with the premise of 

Dg great characters and great 

" says Ulm. “ፐከፀ fact that 

1] linked together only makes 

i r. The better question to ask is, 

"why do we need more high- -quality 


- comics? I think the answer to that is 


f-evident." 

.  ፲ፐከ6 fictional worlds in which the 
characters at Marvel and DC work, 
"play and fight were patched together 

er years, even decades, of willy- 
lly, se: -thei ints storytelling. 

By comparison, the characters and 

ations i ገ STE Ultraverse 
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A June release, 
Hardcase teams 
writer James Hudnall 
and penciller Jim 
Callahan on the 
former Squad 
member's story. 


Prime, out this month, 
harnesses the 
talents of Len 

Strazewski, Gerry 
Jones 
and Norm Breyfogle. 


Art: Rick Hoberg 


AW 
A 
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- 
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have been designed to be inter-related 
right from the very beginning. 

“We didn't create a foundation uni- 
verse and then start adding characters 
later," Ulm says. "I've got a shipping 
schedule that goes all the way to 
February 1994. That enables us to fore- 
shadow many things you couldn't do 
in a normal comic book set-up." 


he germ of the Ultraverse idea 
came in August 1992, when 
Malibu was seeking a new line 
of titles with a unifying theme. Ulm 
says, “I pitched a bunch of different 


The Strangers’ 
(clockwise from 
upper right: 
Yrial, Lady 
Killer, Grenade, 
Atom Bob, 
ElectroCute, Zip 
Zap and 
Spectral) 

| monthly 
exploits come 
from writer 
Steve Englehart, 
penciller Rick 
Hoberg and 

+ inker Tim 
Burgard. 


approaches. The one I liked best and 
had done the most advance work on 
was, ‘Why don’t we build a universe 
by getting the writers first, by finding 
people who make their livings telling 
stories and bringing’ them together to 
tell an even larger story?’ " 

With that revolutionary strategy in 
mind, Ulm and his colleagues began 
contacting established writers whose 
work they admired. They piqued the 
interest of an eclectic mix of talents 
and, in October 1992, flew most of 
them to a resort for four days of inten- 
sive brainstorming. Armed with 
notepads, a battery of Macintosh 
Powerbooks and a collective con- 
sciousness of the entire history of 
comics, the Ultraverse team set to work 
building an alternate reality. 

According to Ulm, the success of 
the Ultraverse retreat exceeded his ex- 
pectations. “It was terrific. The whole 
was definitely more than the sum of its 
parts. We had tons and tons of mate- 
rial. 1 thought we might néed to be 
jump-started for ideas, but that wasn't 
the case at all." 

Given. the disparate personalities 
involved, were there any territorial 
disputes during. the getaway, or 
bruised feelings at not snagging the 
most prized ideas? Ulm believes that 
there was such a-wealth of possibilities 
that “nobody felt like a pauper. 
Nobody was holding back and keeping 
things for themselves." 

As a case in point, Ulm mentions 
how a concept by Bob Jacob, president 
of Malibu Interactive, was picked up 
and expanded by two writers. "Bob 
had this idea for a kid who becomes à 
hero but is still a young teenager inside 
an adult body. We both really liked the 
idea, and ‘when we brought it up 
during group discussions, Len 
Strazewski and Gerard Jones jumped 
right on it. They immediately wanted 
to do itas a continuing book." 

That book will be Prime, one of the 
first Ultraverse offerings. The notes 
from that marathon. bull session were 
compiled, discussed and further re- 
fined into an Ultraverse “bible” that 
now numbers more than 200 pages. 
Noted SF writer Larry Niven, author of 
Ringworld and The Mote in God's Eye, 
came in, brought his out-of-this-world 
ideas to the table and helped assure 
that this imaginary world was logically 
consistent. While working on their in- 
dividual assignments, the other writers 
kept in touch via phone and computer 
bulletin board. 

Malibu also selected an impressive 
roster of artists to bring the Ultraverse 
to life on the printed page. They in- 
clude well-known veterans like Art 
Adams, Dave Gibbons, Darick 
Robertson and Walt Simonson, as well 
as such relative newcomers as Chris 
Wozniak, Hoang Nguyen and Paul 
Pelletier. 


In the continuing struggle between Light 
and Darkness, Mantra fights a familiar 
battle as written by Mike Barr and 
illustrated by Terry Dodson. 


s unusual as the genesis of the 

Ultraverse might be, you could 

say. that. it’s really only 
“backsto: ers want to know 
what they're going to- get for their 
money. So what will the Ultraverse 
titles actually provide comics fans? 

For $1.95, Ultraverse readers will 
get 24 color pages of superhero action 
in every 32-page book. All the Ultra- 
verse titles are continuing series, with 
no mini-series currently scheduled. 
Available both to the direct market and 
through newsstand circulation, the 
books boast covers marked with 8 
distinctive Ultraverse logo. 

Hardcase, scheduled for release this 
month, is the first title out of the gate. 
Scripted by James Hudnall, with char- 
acter designs by Dave Gibbons and art 
by Jim Callahan, Hardcase highlights 
the adventures of a super-powered ac- 
tor named Tom Hawke. A former 
member of The Squad, one of the first 
“Ultragroups,” Hawke struggles with 
ከ15 film career while coping with 
guilty secrets from the past. 

Hudnall, who created BSPer 
Eclipse and wrote The Psycho mini-se 
ries for DC (CS #21), says he patterned 
Hardcase after the original 1930s 
Superman, the one who couldn't fly 
and wasn't the next thing to invincible. 

"Inside, Hardcase feels like a regu- 
lar guy," Hudnall say Te tries to 
lead a normal life, but can't. How he 
got his powers is à mystery that won't 
be revealed for a while." 

Hudnall is also scripting a team 


book entitled The Solution. With char- 
acter designs by Nguyen, pencils by 
Wozniak and inks by John Lowe, it 
focuses on a group of super- 
mercenaries. The first issue hits the 
stands in September. 

“The Solution deals more with the 
gritty underside of the Ultraverse,” 
the writer says. "They're freelance 
trouble-shooters whose ad reads, ‘Got a 
problem? We're the Solution.’ Of the 
four members, two are technologically 
enhanced, two magically enhanced. 
The stories take place around the 
world and allow me to do the hard- 
hitting action stories I like.” 

Hudnall sees the Ultraverse as an 
opportunity to bring a more contempo- 
rary sensibility to superhero comics. 
“Many of the superheroes of the ‘50s 
and '608 were created by middle-aged 
guys who grew up. in Brooklyn,” he 
ys, “people who read pulp maga- 
zines in the '305 and watched B- 
movies in the "408. We're relatively 
young guys who've had the advantage 
of seeing the most technologically ad- 
vanced films available, like Terminator 
2and ALIENS. That's what we're com- 
peting against, so our comics have to 
be much more plausible in terms of 
character and action." 


erard (Green Lantern) Jones and 
Len (Justice Society of America) 
Strazewski put a new spin on 
the old Captain Marvel archetype in 
Prime, the story of Kevin Green, a 


normal 13-year-old boy who suddenly 
develops the ability to grow a new, 
incredibly powerful body. Designed by 
Bret Blevins, Prime is drawn by Norm 
Breyfogle and debuts this month. 

Jones outlines the basic premise. 
*One night, this mass of organic matter 
comes bursting out of Kevin's chest 
and forms a big body around him. He 
gradually learns to control it; he thinks 
and it responds. After the new body 
has taken some abuse, though, it starts 
to decay, and Kevin finds himself 
trapped inside this big, gelatinous 
body." 

As with Hardcase, readers won't 
immediately learn how the protagonist 
got his powers, and Jones is willing to 


Super powers aren't 


July. 


on, with art 
by David Ammerman 
and James Pascoe, tell 
of corporate wars 
going to extremes in 
Prototype, out in 
August. 
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and complicated and emotionally 
wrenching to do so. And we በ081 
want to soft-pedal that.” 

Strazewski agrees. “This is a story 


make only the smallest admission. "It's 
safe to say he’s the product of a secret 
experiment, He’s supposed to be only 
one of a number of such creatures 
We'll eventually find out that there are about the impact of real violence on a 
others who aren’t as nice as Kevin.” young man who has grown up thinking 
s he wants to avoid "cute" only about fantasy violence. He has all 
series and explore some diffi- sorts of problems, but he’s very dedi- 
issues. “To some extent, this cated to the heroic ideal.” 

whole thing is a metaphor for adoles- Jones and Strazewski collaborate in 
cence. Your body's suddenly changing, what Strazewski describes as a “tag- 
you're more competent and you feel team format." They co-plot everything, 
like you can leave your parents. But and then one takes a crack at a first 
you also discover that it’s kind of scary draft. The other looks it over, makes 
some corrections and sends it back for 
another go-round. 

The writers find this method mutu- 
ally agreeable. Strazewski says, “I’ve 
always viewed Gerry as the kind of 
writer who does very chatty stories 
with lean dialogue and hard-core ac- 
tion. Now that we're reading each oth- 
6፲'8 scripts, our approaches are much 
closer than we ever thought. We're 
both strongly character-oriented and 
have a sense that the action should be 
driven by the logical outcomes of the 
characters' personalities. Neither of us 
is interested in the kinds of books 
where someone s .'Hi.I'm a hero. 
Let's fight.' ^ 


How does à non-powered hero fit into the 
Ultraverse? For Alexander Swan—other- 
wise known a$Firearm—it's a matter of 
surviving. James Robinson scripts this 
September release. 


ones and Strazewski both have 

other projects set in the Ultrav 3 

Jones’ second book is Freex, 
the story of a group of teenagers coping 
with disfiguring and uncontrollable 
powers. Pressure, for example, shoots 
high-powered blasts of steam when she 
gets angry. Boom Boy looks like an 
Easter Island statue come to grotesque 
ife: Sweetface's body is covered with 
ropy tendrils: Plug is a computer geek 
able to physically enter the data stream 
and. incorporate electronic equipment 
into his body. 

They and others run away from 
home for various reasons and, brought 
together by Plug, wind up living in an 
abandoned. hotel in San Francisco, 
forming a small street gang. They don't 
intend to be heroes at first, but events 
will move them that way. 

"I want to get to what Stan Lee and 
ack Kirby could have done with the 
X-Men but never really did," Jones 
notes, “playing up the paranoia and 
persecution. The Freex don't have a 
e mentor with infinite resources. 
re just trying to survive in a 
e world." 
Walt Simonson designed the char- 
acters for Freex. Ben Herrera is the 
regular artist. 
Strazewski is co-writing Prototype; 
a new twist on the corporate armored 
16፲0, with Tom Mason of Dinosaurs 
for Hire fame and Malibu’s Creative 
Director. Penciller David Ammerman 
designed the character. James Pascoe 
inks. Issue #1 is slated for August. 

“Tve always been dissatisfied with 
Iron Man," Strazewski says, “because 


If you have a problem, James Hudnall, 
Chris Wozniak and John Lowe will have 
The Solution this September. 


Infected by a deadly virus, eight misfits be- 
come Exiles, trying to save themselves and 
others. This August book is written by 
Steve Gerber, pencilled by Paul Pelletier 
and inked by Ken Branch. 


With the ability to hear evil intentions, 
Nightman (yes, Nightman) tracks them 
before they can get to you. Steve 
Englehart and Darick Robertson 
weave his tale starting this October. 
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Im primarily a business journalist and 
I've always thought Tony Stark would 
be booted right out the door by his 
board of directors and stockholders. 
So, I wanted to do an action superhero 
who really is part of a corporation, 
subject to corporate politics, financial 
stresses and the incredible image de- 
mands put on people." 
According to Strazewski, the book 
s more than one Prototype. 
an old one who's suing the 
company for wrongful discharge. 
There's Prototype B, a Hispanic 
teenager chosen for his enhanced 
strength and reaction time. And then 
there are a couple of secret Prototypes 
floating around." 


teve Englehart, whose long career 

includes acclaimed runs on 

Doctor Strange, Detective Comics 
and Captain America, follows the fates 
of a highly diverse group of characters 
in The Strangers, slated to begin in 
June. When something called the 
"Jumpstart Effect" strikes a San 
Frar 20 cable car, it irrevocably 
alters nearly five dozen strangers. 
Throughout the series, Englehart 
weaves a complex tapestry of 
intersecting lives. The character design 
was done by Darick Robertson. Rick 
Hoberg is the regular artist. 

"What I wanted to do was take a 
cross-section of ordinary people and 
throw them into the superhero busi- 
ness," Englehart explains. “It isn't like 
somebody killed their parents and 
they've sworn vengeance. The ones 
who end up hanging together do it be- 
cause they. don't know, why the hell 
they've got these powers. It's very 
much a group that comes together out 
of rational necessity." 

Atom Bob can transform’ things. 
Grenade can explode shrapnel out of 
his body. Lady Killer is 8 famous fash- 
ion designer who capitalizes on her 
new powers ከሃ wearing clothing that 
can be used as weapons. ElectroCute is 
an android built for pleasure who 
gains electrical powers and intelli- 
gence for the first time. Zip Zap is a 
black kid who can run fast and turn on 
a dime at 500 miles an hour. Spectral 
has seven powers based on seven col- 
ors, ranging from a red berserker rage 
to a protective violet. 

Asked to describe The Strangers 
urther, Englehart says, “It's a super- 
hero book by somebody who likes su- 
erheroes. I’m not trying to find the 
gritty underbelly of things. That's not 
what I'm into." 

Englehart's other series, Nightman, 
is also set in San Francisco. After suf- 
fering a skull fracture in the freak cable 
car accident that serves as the catalyst 
or The Strangers, jazz musician John 
Domino loses the ability to sleep but 
gains the power to psychically *hear" 
evil intentions. He devotes himself to 


‘Art: Jef Johnson 


The last member of 
the Ultraverse to 
make an 
appearance is 
Solitaire, created 
by Gerry Jones and 
pencilled by Jeff 
Johnson. 


Lady Killer 
takes her 
fashion 
background, 
designs The 
Strangers’ 
costumes and 
also uses these 
talents as a 
weapon. 
Eventually, 
she'll lead the 
team. 


dispensing justice on the seamy city 
streets. 

"He can sense evil intent, but that's 
as far as it goes," Englehart says. 
Nightman can't read minds to find out 
where, when and how it's going to 
happen. "Much of it is about the evolu- 
tion of a hero. Every other hero in the 
Ultraverse has one superpower or an- 
other. This guy has none, but he wants 
to play on the same field as the rest." 


tarting in July, Mike Barr 
chronicles the adventures of 
Lukasz, an eternal warrior, in 
Mantra. A foot soldier in the ongoing 


Steve Gerber and 
Aaron Lopresti tell the 
Story of a corrupt 


Art: Rick Hoberg 


war between Darkness and Light, 
Lukasz finds himself inhabiting a 
female body, whose magical energy he 


must harnes e permanent death. 
Adam Hughes designed the character 
and Terry Dodson provides the art. 
Steve Gerber’s Exiles is another 
team title, slated to debut in August. It 
features eight misfits united by a 
deadly virus that has transformed them 
into ultrahumans. Gerber, creator of 
Howard the Duck and longtime chron- 
icler of Man-Thing, describes it this 
way: "Think of it as if the X-Men were 
contagious." Paul Pelletier pencils the 
book and Ken Branch is the inker, 
(continued on page 60) 
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For Jim Shooter, , 
Defiant is "ደው 

more than. 
an 
attitude, 2 
it’s js 

comics. : 


had a conversation with Stan Lee 
out at the San Diego convention 
last August,” recalls Jim Shooter, 
“and he heard about what happened 
[with Valiant] and he was outraged, he 
couldn't believe that things like that go 
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on. So he said, 'What are you going to 
do?’ I said, ‘Start again. What else ? At 
this stage, this is what I do. He said a 
couple of very nice things to me—he 
said, ‘I really wish there was a way you 
could come back to Marvel. You were 


። 


the best we ever had.’ Stan Lee says 
something like that to you, that’s 
totally cool. But at this point, I really 
would rather do it on my own. So, he 
said, ‘You're going to start again? How 
old are you?’ Forty-one. And he said, 


Á 
By MAUREEN McTIGUE 


—Ó— 


‘Well, I was the same age when I 
started Marvel.' There's a sign." 

After almost 30 years in the comics 
industry, Shooter is starting again, 
with a new company, Enlightened 
Entertainment Partners, and his own 
comics imprint, Defiant. And, it's more 
than just a name. 

"Whatever paths have led me here, 
things I've gone through up until now, 
every battle has made me tougher as far 
as I'm concerned; everything I've gone 
through has taught me things. And 
now I have arrived at that age, as Alan 
Weiss tells me, at the peak of my 
power and the same age Stan was, so 
it's time to create the next Marvel. And 
that's what we're going to do." 

With a background that begins with 
Legion of Super Heroes, and works its 
way through Spider-Man and the Hulk 
up to Harbinger and Magnus, one may 
ask, why start all over from the 


In a world where everything is very much 
alive, a boy and his dog may not be quite 
what's expected. 


beginning? Shooter's answer is simple 
and direct. 

“I really never intended to leave 
Voyager. I had, shall we say, a falling 
out with my business partners. All I 
would like to say about it is that 
people there are trying to give the 
impression that there was some 
problem between me and creative 
people, and that's not true. It has to do 
with bankers and lawyers that you've 
never heard of, but part of the spin 
control process is to make it seem that 
way, other than what it really was." 


ithin Shooter's creation, the 

Defiant Universe, is Plasm, an 

organic world separated from 
our Earth by a “nanosecond-thin 
reality veil. Plasm is an extradi- 
mensional place," he explains. 


As for the concept, “I don't know,” 
he laughs, “I’ve always been interested 
in bio-engineering and genetics. When 
I sat down last fall to really think 
‘What am I going to do,’ 1 started 
putting together ideas. There have 
been many things in the news about 
genetic engineering, and I came up 
with Plasm, that everything is alive. 


N 


To produce a team for a rebellion, 
Lorca crosses the reality veil between 
Earth and Plasm and brings back 
10,000 Earthlings, who he plans to £ 


netically alter into an army. His haste . 


causes a miscalculation and only 
five—a middle-aged housewife, a one- 


armed working man, a soldier in the . 


a ብ ፲ 
Plasm's main game is Splatterball, where the ball itself is alive and not very fond 


of its predicament. 


“Basically, if you took Earth’s 
biosphere, it all fits into a little thin 
layer—that’s the surface, the oceans 
and a litle bit of the atmosphere, it’s a 
really thin layer. The way I see it, life 
seems to be striving to enter new 
niches all the time. What if you take 
that to the logical extreme, what if life 
wins the battle against the environ- 
ment, and everything ends up becom- 
ing overwhelmed by life. That was 
the basis for Plasm. 

“In Plasm,” Shooter continues, 
“since these people are able to engi- 
neer on that atomic scale, and can 
grow their technology in a vat, 
obviously they would be able to grow 
umanoid type things. So for 
convenience’s sake, they have created 
quite a few of these laborers or 
unctionaries, Zoms. And the people 
who are non-Zoms are freethinkers. 
Lorca is probably a very free 
freethinker. Through a series of events 
which are unfolded in Plasm #0 [the 
trading card issue out this month from 
Phe River Group], Lorca changes his 
mind about the society he lives in and 
the way it all works. He starts to see 
value in individual life as opposed to 
considering himself just a cell in the 
body of the ecosystem. That's heresy in 
Plasm, so he doesn't make it too 
public, because he's in a good position 
to pull a coup since he has lost faith in 
the Org [Organism] of Plasm." 


reserves, a college girl and an 
Episcopal minister—survive. An odd 
group to look at, but Shooter maintains 
that there's a reason for this teaming. 
“The reason is because I know all 
those people,” he says matter-of-factly. 
“When I first started writing comics, 1 
was a kid, I was winging it. | hadn't 
taken any training or anything like 
that. 1 always thought I was cheating, 
because I wasn’t good enough to make 
up characters. | would just use my 
friends, borrow their personalities and 
make them into characters. When I’m 
creating a character, | try to start with 
someone I know, and sometimes it’s 
two people who I put together, and 
build the character around a real 
personality. Each of those people is 
someone I know and understand, and 1 
think that they make an interesting set 


because, just like in real life, it's. 


random. E 

"I can't stand it when they have one 
of each ethnic type. 'Oh, sheer coinci- 
dence, one of every ethnic type has ar- 
rived.’ I'm all in favor of having every 
kind of person imaginable in our 
comics, but I hate that sort of 
politically convenient gathering. One 
of these characters happens to be 
black, and two happen to be women. 
It's just a normal mix. If you took five 
people at random from Bethel Park, 
Pennsylvania, this is about what you 
would find.” 
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have some very good people work- 
ing with me,” Shooter says of the 

-Defiant team. “David Lapham was, 
well, I guess he was dismissed by 
Voyager; his crime was that he was my 
friend. He did some work for DC, and 
then when we started up, he came to 
work for me. He's my Jack Kirby. I’m 
not sure if I'm Stan Lee, but I’m pretty 
sure he’s Jack Kirby. 

"He's fantastic. He's one of the guys 
that I started out doing very basic lay- 
outs, worry about what's in the panel, 
not its shape. Now, if you look at his 
work, he has become extremely 
graphic and extremely creative in his 
telling of the story. He's at the point 


“All we have 

to be is good,” 
smiles Shooter, 
“and we'll win.” 
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now where he has the fundamentals 
under control and can afford to exper- 
iment. I did the same thing with Frank 
Miller. I forced him to draw square 
panels for awhile, and once he under- 
stood what he was doing, he took off 
like a rocket and became Frank Miller. 
So, Dave went through the same evolu- 
tion, and now he’s pretty hot stuff.” 

Also re-teaming with Shooter from 
Valiant are creative director Janet 
Jackson, former writer of Eternal 
Warrior (CS #28) and a well-known 
colorist, office manager Debbie Fix and 
Winston Fowlkes, “the man who 
helped me start Voyager, who has been 
in publishing all his life.” 

There are new faces as well, like 
Deborah Purcell and Mike Witherby. 
“Mike has been doing inking for 
Marvel, and now he’s going to ink 
Plasm. The stuff looks great,” Shooter 
says. "He's a very talented fellow. 


“I wanted to start with something that 
would blow [everyone’s] socks off visually 
and graphically,” says Jim Shooter. 


“Deborah’s an interesting case. She 
was fiction editor at Redbook, and that 
is probably one of the most important 
and notable jobs in fiction. I got her 
intrigued with comics as a visual 
medium, so for the first time in the 
history of comics, I’m going to get a 
world-class editor and teach her 
comics, as opposed to finding someone 
who has read 20,000 comic books and 
teaching them to be an editor. I’m very 
pleased with the results so far, she’s 
brilliant.” 


wanted to start out with something 

spectacular,” Shooter enthuses. 
H “My plan is to do the opposite of 
what I did at Valiant. There, I did a 
bunch of series on real Earth, although 
one of them was in the future, and 
then I took all the continuity into a 
different dimension—the lost land in 


p 


heroes are a normal mix that can be found 
anywhere. 


Unity, in a big spectacular visual 
adventure with flying dinosaurs and 
you name it. Then, I was going to bring 
back a whole bunch of things from that 
extra-dimensional adventure which 
would bring some fantastic home. For 
instance, our plan for Turok was to get 
him back to modern day with di- 
nosaurs to chase, and I guess they're 
doing that. Many other things were go- 
ing to be spun out of that going to 
Unity and coming home. 

"What I’ve decided to do this time 
is 'Why wait? Let's do Unity first.' 
Let's cut straight to the fantastic, and 
then when some of our Plasm charac- 
ters cross back to Earth, they'll bring 
some of Plasm's fantastic elements. 
Most of the Defiant Universe takes 
place in the here and now on Earth, 
but we're starting with Unity and 
bringing it home. 

"Plasm is the first series. The sec- 
ond series is The Good Guys, a young 
superhero group. I've been doing 
young superhero groups since I was 
13, and I’m going to keep doing it till I 
get it right,” he laughs. “That’s a load 
of fun. The Good Guys is by Mike Barr 
and David Klein. David has been doing 
a lot of work for DC as a penciller 
he's an inker too, a brilliant artist, and 
everyone knows who Mike Barr is. 

"We're doing a series called 
Wardancer by Alan Weiss. Alan is 
probably one of the best talents in this 
business. He hasn't stuck around much 
on a regular series—he hasn't done the 
X-Men for 20 issues—so he's probably 
less well-known, but I think he belongs 
in the same class as the [Jim] Starlins, 


The genetically-engineered Zoms, including these pleasure Zoms, are created 


explicitly for the freethinkers. 


the [Steve] Engleharts and the other big 
name guys from that era, the Detroit 
crowd. 

"Tve got a series called Dark 
Dominion," Shooter continues, "it's by 
Steve Ditko and Steve Leialoha. Steve 
Ditko is going to re-create magic. He 
did it in the '60s, and he's doing it in 
the '90s. Think about it, before Steve 
Ditko did Dr. Strange, magicians in 
comics were guys who wore top hats 
and tails, and they either said things 
backwards and omnipotently they 
happened or they were fakes, they did 
hypnosis or something, like Mandrake. 
And then Steve comes along and does 
all this occult stuff, amulets, dimen- 
sions and demons. Now, that's all any- 
body does; they just do versions of Dr. 
Strange. Well, we're going to change 
the world again, and this time by doing 


magic that has a scientific foundation 
that'll blow people's minds. And work- 
ing with Steve Ditko is great, he's one 
of the greatest storytellers ever. Steve 
Leialoha, one of the greatest inkers in 
the business, will give it a quality of 
finish that people will like. It's going 
to be graphic, beautiful and attractive, 
and it's going to revolutionize magic in 
comics. 

"We also have a character and à title 
called Charlemagne, and it is not a his- 
torical drama. It's one of those gutsy, 
triumph of will over matter things that 
I've always liked. I did it with 
Starbrand, that's the nearest type of 
character 1 can relate it to. We have 
another character called Mongrel 
which was created by David Lapham. 
If you had to put him in a pigeon 
hole—none of these guys fit neatly into 


pigeon holes, these are Jim 
characters, all weird—he goes ini 
‘creature of the night’ pigeon hol 
“There’s a character that 
named—it’s probably named 
don’t know the name. It's by 
Claremont, and it's coming soon. 
has been helping us creat 
universe, he has signed on to cons 
with us as well as to write. And thi 
great, because I worked with 
back in the days when X-Men wa: 
going from a crummy bi-monthly tha 
nobody cared about to the number o 
book in the business. He's a te 
player and extremely talented. H 
just one of those guys who likes 
build things, likes work, he al 
attracts artists, artists fall from 1 
heavens when Chris Claremont walk 
by, he has always been a good re- 
cruiter. Chris, more than anyone I'v 
worked with, loves what he's doing, 
and he's not one of these guys who 
turns in the script and thinks the job i 
done. You just don’t get that kind of 
commitment from most people and, 
it's sad to say, many people in this” 
business really don’t care, they just 
crank it out and that’s it. Chris cares. 
“Also, there are several other char- 
acters in the works. Nine titles, and 
we'll have more. Our goal is to 
eventually get to 16 or 18 titles, at 
which point I'll probably level it off, 
because that’s as many as we can do 
and still keep very tight continuity and 


S 


*Plasm is incredibly visual, outrageous 

wild science fiction fantasy, very much . 
based on real science and on a system of 
logic,” Shooter says. i 
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play on the team,” notes Shooter. 


make them good. A few of the other 
characters will be spin-offs from 
Plasm, and we have a couple of unique 
concepts. One's a title called Prudence 
and Caution, which is sort of the first 
male/female buddy book. At Valiant, 1 
did Archer & Armstrong. The tendency 
is Batman and Robin. but they 
shouldn’t get along and so with Archer 
& Armstrong, | did the first real kind of 
buddy book, which is done in movies 
all the time. And this time we have a 
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"We're going to have very tight continuity, and we're looking for people who want to 


concept—that grew out of characters 
by the way— we didn't set out to make 
a male/female buddy book, it just 
happened.” 


he reason I wanted to start with 
Plasm,” Shooter explains, “is 
because Plasm is incredibly 
visual, outrageous, wild science fiction 
fantasy, very much based on real 
science and a system of logic that I 
think works, But it’s outrageous, visual 
and startling. I wanted to start with 
that because people have me typecast, 
and they all expect to see the next 
Harbinger. Five kids and a mustang, 
real down to Earth. People forget, I’ve 
een doing this for 28 years, I’ve done 
a little of everything. I started with the 
Legion of Super Heroes, I’ve been 
inventing technology from the word 
go, and so people have the idea that 1 
somehow don't care so much about the 
art, and they'll say things like, ‘Well, 
ook at the artists he used at Valiant, 
some of them you've never heard of.’ 
Hey, that's because Valiant was a start- 
up company when start-up companies 
never made it. So at Valiant, I calle 
up my old artists and buddies. Even 
the guys who are my friends, it's very 
hard for them to walk away from a 
steady job at Marvel to take a flyer at 
some new company. 
"It was tough getting the establishe 
guys even if they said, ‘Yeah, we'l 
work with you someday,’ like if you 
survive your first year. So, we ended 
up with a bunch of kids from the Joe 
Kubert School, and a few older guys 
and when the kids are right out of 
school, you don't want them trying to 
be Frank Miller on their first day, you 


The constant change that the Plasm char- 
acters are able to go through help enhance 
the visually stunning world. 


try to teach them fundamentals for a 
while. There was probably a more 
conservative nature to the artwork at 
Valiant at least at the beginning, than 1 
like, or than I think many fans like. But 
if you get a kid who's struggling with 
his basic drawing and encourage him 
to do fancy layouts and double page 
spreads, you're going to get some un- 
readable layouts and ugly double page 
spreads. Like the pictures aren't good, 
why make them bigger? Oh then they'l 
be big and bad, that’ll be great," he 
says with a hint of sarcasm. 

"This time, however, because o 
Valiant's success, and because in gen- 
eral many smal companies are now 
ecoming contenders, artists and 
writers are calling me and saying, 
‘Hey, we would like to work with you.’ 
So, I think we'll start with a more 
experienced crew, and therefore we'l 
e able to be more outrageous and 
more cutting edge in the artwork. 

"I've been doing this a long time. 
People forget that I'm the guy who 


started Epic Illustrated, who started 
Epic Comics, who got Jon Muth to do 
Moonshadow—I had to talk Archie 
Goodwin] into that one—I'm the guy 
who hired Bill Sienkiewicz the 
moment I saw him, and brought guys 
in who were wild and experimental. 
"m the guy who said, ‘Here Bill, take 
New Mutants and do what you want 
on the assumption that in those days, 
if you're Marvel Comics and can't 


afford to experiment, who was going 


to? As far as I'm concerned, I see 
myself as this wild, outrageous, 
cutting-edge guy but also as a person 
who wants to teach fundamentals to 
beginners. Maybe the market only 
remembers what you did last year, so 
they may have the sense that I'm 
stodgy and conservative, which I am 
not. That's why I wanted to start with 
something that would blow their socks 
off visually, graphically and every 
other way." 


hen the question of fan 

reception and this summer's 

comics glut comes up, Shoot- 
er isn't defensive in any way. In fact, 
he's optimistic. 

"I think this is the time, the right 
time. At Valiant, we had to struggle 
just to get everybody's attention, and 
once we had it, it was fine. 

“Marvel’s extremely vulnerable. 
They've been the industry leader with 
50-60 percent of the market since I left 
there. I got them there, they've been 

(continued on page 62) 


Layout & Design: Calvin Lee 


‘All Characters & Art: Trademark & Copyright 1993 Clive Barker/Courtesy Marvel Comics 


live Barker is a crowded room. 
( There's Clive Barker the play- 

wright, Clive Barker the painter, 
Clive Barker the short story writer and 
novelist, Clive Barker the screenwriter, 
Clive Barker the movie director, even 
Clive Barker the movie actor. Cheerful- 
ly overworked, Barker's a party wher- 
ever he goes—and now he's going even 
further into comic books. 

He has read comic books all his 
life—at times, it seems as though he 
has read almost everything (and writ- 
ten the rest)—and is now plunging into 
his own line of comics for Marvel, the 
Barkerverse contained within the 
Razorline imprint. He loves super- 
heroes, and the fact that “they are a 


By BILL WARREN 


trivialization of gods, that Euripides 
set on the stage tales of men and di- 
vinities mingling. What we have in the 
late 20th century,” Barker says, “is the 
Fantastic Four—and my tongue isn’t in 
my cheek when I say that.” 

Barker’s own pantheon consists ini- 
tially of four titles and the heroes and 
villains within them. “I’ve wanted to 
do superheroes for a long time. We 
were having fun with the movie- 
related comic book material, the 
Hellraiser and Nightbreed stuff, but it 
was always by its very nature limited, 
because horror comics have a limited 
market. 


“I was interested in creating 
mythologies that were close to the 
things I had read as a kid. I'm talking 
about the Fantastic Four, Spider-Man, 
Superman, Batman and so on, rather 
more on-the-nose sort of stuff. So, I 
went to Marvel, and said, ‘Look, I re- 
ally am eager 10 do this, but 1 feel as 
though I need to carve off a little sec- 
tion of comic-book reality to call 
mine.’ Because otherwise I’m going to 
start treading on Marvel’s rules and 
regulations, and I know they're rela- 
tively restricted." 

So, one day over lunch with Tom 
DeFalco, Marcus McLaurin, Carl Potts 
and Mike Hobson, Potts offered Barker 
his own continuity, the Barkerverse. “I 
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Art: Max Douglas 


“Saint Sinner is the one that comes closest 
to the Clive Barker people will expect,” the 
creator says. 


then said I have four titles for you, and 
a cycle of 10 worlds, the Decamundi. 
These four titles will occur in these 
worlds, but I'll offer up the observation 
that at least several of these worlds 
will open internally into other worlds, 
so the Decamundi may be just the be- 
ginning of an expanding universe." 


arker launches into a description 
B of each of his comics quartet. 

“Saint Sinner is perhaps, of the 
four titles, the one that comes closest 
to the Clive Barker people will expect, 
in the sense that it's preoccupied with 
devils, angels and physical trans- 
formations. It's about Phillip Fetter, 8 
character who, as the title suggests, is a 
Saint Sinner, a living paradox, a 
character who's capable of immense, 
nearly divine good, and terrible, 
demoniacal evil, and has the power of 
both forces in him at the same time, He 
also has the power to evolve flesh, 
which is kind of an interesting idea. 
He can evolve and devolve it. 
Basically," Barker laughs, “ከ15 touch is 
Darwinian." 

Fetter's soul has been invaded by 
the drives of both a demon, the 
Runesmith, and an angel, Regina. 
Other demonic forces try to lure him, 
then force him, into taking their part, 
but he manages to evade them with 
some fellow prisoners, and takes up 
residence in the Vertesque, a bizarre 
jungle dimension. “It’s a cross between 
Grotesque and Vert, for green—the 
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Art: Steven Scroce/Bob Dvorak: 


fallen from gr: 
forms," says Clive Barker. 


The spirit plane exists in the eyes of Dex 
Mungo. Well, actually, one of his eyes. 


Green Grotesque. There he lives in this 
world of paradox and miracles before 
he comes to Earth. If I were to say the 
tone of it is like anything, I would say 
it's closest to what DC's doing in the 
Vertigo line, closest to Sandman, titles 
like that. But it has a new—I hope—se- 
ries of interesting problems in it, set up 
for its characters, and hopefully a burst 
of poetry in its writing. Elaine Lee is 
doing the writing there. I was, and am, 
a huge fan of Starstruck, which I think 
was one of the most brave and elegant 
experiments in comic book story- 
telling." Max Douglas is handling the 
illustrating chores. 
Barker is trying for a range of ideas 
and characters, but within traditional 
boundaries, too, so it's not surprising 
that he has a teenaged hero. “Ectokid is 
a superhero of a sort," he explains. 
"Our boy Dex—he thinks it's short for 
Dexter, but later discovers it's short for 
Ambidextrous, for reasons which will 
become apparent—discovers, around 
the age of puberty, that he's able to see 
two worlds. 
"Out of his right eye, he sees the 
world as we know it; out of his left, he 
sees the Ectosphere, the world of 
ghosts. And he realizes that he's seeing 
the world as psychics see it, as a 
haunted place, a place full of extraor- 
inary powers and forces for good and 
evil—though primarily for evil. It is 
the world from which humanity draws 
the myths of the incubus and suc- 
cubus, and the poltergeist and the elf, 
and the demon and so on." 

Dex Mungo lives by his wits and 


fast fingers in the colorful streets of 
New Orleans, but when those streets 
start looking really colorful, encrusted 
with magic and mystery, he seeks out 
his mother, an emotional wreck who's 
now in a mental institution. ^He says, 
*Mum, I see weird visions out of my 
left eye.’ And she says, "That's your 
dad speaking. Your father was a ghost.’ 

“His mother was a medium, and 
raised this man from the dead, and 
they made love. Dex is the result, half- 
ghost, half-human, belonging both in 
the Ectosphere and the real world—the 
Ectokid. The Ectosphere occupies the 
same physical space as ours. That is to 
say, if you as Dex were sitting in your 
room right now, out of your right eye, 
you would see the room as you 
normally see it. Out of your left, you 
would see exactly the same physical 
geography, but it would be subtly 
changed in innumerable ways. Part of 
the fun of this is, I think, that the 
world Dex is living in isn’t a remote 
world, a world that is not actually that 
different.” 

Barker is cautious about revealing 
too much, but he does admit that Dex 
discovers he has certain powers be- 
yond that of simply seeing the Ecto- 
sphere. Also, there are the Brothers 
Augustine, the villainous Ice and Tom, 
who not only have something to do 
with Dex’s father, but who know about 
the Aurat, a resurrection machine in- 
vented by him, a machine that power- 
ful forces are trying to find. 

“What we have here is an extraor- 
dinary, complex moral problem; he 
sees all this stuff, but he must work out 
how it relates to the real world. Most 
significantly, he has the same problem 
that Hamlet has. It turns out that, like 
Hamlet's father, Dex's father was mur- 
dered—for reasons the comics will 
slowly reveal. Dex’s mission, his pur- 
pose, is to go through the real world 
and find out who murdered his father, 
and to go through the Ectosphere and 
find his father’s ghost. So, there’s a 
dual mission going on; both parts are 
deeply dangerous.” Ectokid is written 
by James Robinson, pencilled by 
Steven Scroce and inked by Bob 
Dvork. 


arker has long been involved in 
B show business, so it’s not at all 
surprising that one of the 
Barkerverse titles touches that area, 
too. This is Hokum & Hex, written 
by Frank Lovece and pencilled by 
Anthony Williams. “I’ve always been a 
great fan of magic as a subject, and 
have felt that, by and large, with the 
exception of Dr. Strange, comics 
haven’t really dealt with it as 
interestingly as I think it could be. 
Hokum & Hex is my take on how 
magic may operate in the late part of 
the 20th century. 
“Trip Munroe is a failed standup 


The Paxis powers 
are given to a new 
generation of heroes 
in Hyperkind to 
once again defeat 
the ancient evils. 


Art: Mark Pacella/Scott Hanna 


comedian who is, by complete chance, 
given magical powers. He is presented 
with an awesome challenge that he’s 
utterly incapable of carrying through 
with any great authority. He must use 
the powers he has been given to defend 
the planet from interdimensional 
attack, led by the great villain, Felon 
Bale—he’s perhaps the most powerful 
villainous entity in the entire 
Decamundi,” Barker says. 

Trip has been left all the stage im- 
pediments and gadgetry of his great- 
grandfather “Sweet-Tooth” Munroe, 


Hokum & Hex sets a Vaudeville-like stage 
by giving standup comedian Trip Munroe 
supernatural powers to save the Earth. 
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“ሸክ a great fan of team superheroes,” 
notes Barker. “They have caught my imag- 
ination.” And thus he created Hyperkind. 


one of Vaudeville’s unsung stars. 
When Godkin Straith, a contemporary 
of Felon Bale’s, insists, according to 
the rules, that great power be given to 
someone on Earth, they end up in Trip 
and Sweet-Tooth's equipment, so he 
must battle the forces of evil with 
rabbits out of hats, rubber chickens 
and other comic devices. As the book 
progresses, so does the comic who's 
the star; he gradually gains confidence 
in using his amazing new powers. 

“Finally,” Barker goes on, “the most 
on-the-nose of the titles is Hyperkind. 
I’m a great fan of team superheroes, 
and that goes back to my first encoun- 
ters with the Fantastic Four. They 
caught my imagination—and have 
continued to ከ011 my imagination. 
Hyperkind postulates that in the 1940s, 
there was an extraordinary band of 
superheroes called Paxis, who 
defended the Earth from all comers, 
but were eventually destroyed by the 
machinations of a super-villain called 
Paragon John. He basically made sure 
that Hyperkind members were either 
destroyed or driven to madness. 

“ፐከ6 powers of the Paxis were each 
preserved in a kind of sarcophagus. 
The last act of the leader, Eschbacher, 
was to preserve these powers. What 
happens now is that four kids (and 
then a surprise character), led by the 
dying Eschbacher, chance upon these 
charged-up sarcophagi and are granted 
the powers of superheroes from two 
generations earlier. 

“50 in a way,” Barker continues, 
“what we're doing is postulating the 
existence of a comic that never existed, 
a Golden Age comic called Paxis. And 
Hyperkind are the spiritual grandchil- 
dren of a generation of superheroes 
that fought for justice and goodness in 
the purest sense, and fell, as it turns 
out, because of frailties within them- 
selves. Paragon John is powerful, but 
couldn't have succeeded in Paxis’ de- 
struction if they had not been intrinsi- 
cally flawed.” 

The first to gain the powers—in her 
case, those of Eschbacher himself—is 
Lisa Moffitt. She has his ability to fly, 
to survive in any environmental ex- 
treme, and to use any physical object 
as an extension of her own body. 
Kenny, her sometime boy friend, has 


Dex Mungo “sees all this stuff, but he must 
work out how it relates to the real world,” 
the creator notes. 
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become a mathematical titan; he can 
instantly calculate any probability, and 
the weaknesses in their enemies. 
Kenny’s friend George Yoneda, who 
loves action, is the group’s wild man; 
he can telepathically communicate 
with animals. Dyan, Lisa’s rival for 
Kenny’s affections, has become a 
dream manipulator, who can conjure 
up in reality the dream creatures of 
any sentient being. And there will 
eventually be a fifth member of 
Hyperkind, but not yet, not yet.... 

Barker is quite gleeful about the 
possibilities in the Fred Burke-written, 
Mark Pacella-pencilled and Scott 
Hanna-inked Hyperkind. “We have 
hildren, adolescents, of today, 
charged up with powers infinitely 
more complex than they at first realize, 
dealing with people who have believed 
that their sometimes nemeses have dis- 
appeared—and are now pissed off to 
discover that a new generation are 
here. I think what we may bring to this 
which is new, and what Fred Burke is 
certainly doing, is to exploit the kind 
interesting energy that comes from a 
clash of generations. And, of course, a 
mystery—that mystery being what 
killed the Hyperkind in the first place, 
and how it can be stopped from 
happening again.” 

However, Barker won't be writing 
any of the titles. “I think my job here is 
hopetully to create some mythologies 
that writers and artists will, in years to 
come, find intriguing and bring their 
own things to. I want to be democratic 
about this: I’m the pump primer here. 
My attitude is much as it is with the 
Hellraiser sequels—that I will watch 
over this stuff, and give support, en- 
couragement and ideas when re- 
quested. But my initial gift, if you like, 
is the gift of an idea that I hope will be 


o 
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*The fundamental thrust of any of 
these activities, writing a novel, 
making a movie, making a comic 
book, is telling a story.” 


rich enough to encourage diverse 
hands and imaginations to play with.” 

Barker hopes to bring something a 
little new to the field of superhero 
comics. “One thing readers will get is 
diversity within a system. One of the 
interesting things about the four titles 
is that they’re all radically different 
from one another. Clearly, we’re push- 
ing some ideas to further extremes 
than have been pushed in the Marvel 
world before. There will be, I hope, an 
intensity to this stuff that may be miss- 
ing in other titles, simply because 
some of them may have run their 
course in terms of what you can get out 
of characters. I think there’s a kind of 
complexity to the underlying ideas 
which will be illuminating, a rich area 
for both writer and reader.” 


he writer's enthusiasm is 
] infectious; he’s one of those 
people «whose brilliance 
illuminates those around him, so that 
when you're talking with him, you can 
feel your own horizons expanding— 
you come out of a conversation with 
Barker a better-informed, more imagi- 
native person than when you went in. 
He's a tonic. 

Essentially, Barker still has the 
viewpoint of an outsider to the comics 
world, but that of an interested, in- 
volved outsider. "What's notable about 
the perspective I can bring is that I'm 
trying to marry up the creator of 900- 
page novels and 90-minute movies 
with the guy who flips through a 20- 
page comic book every month, and put 
these together. There's a narrative chal- 
lenge here, a storytelling challenge. 
The fundamental thrust of any of these 
activities, writing a novel, making a 
movie, making a comic book, is telling 
a story. You always start with Once 
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Bringing his particular blend of the fantas- 
tic into good old-fashioned comics, Barker 
will certainly set some minds turning. 


Upon a Time—you start with the hook 
of a narrative which you hope is going 
to make people flip the 20 pages, 
watch the two hours of the movie, read 
the 900 pages of the novel. Those chal- 
lenges are comparable.” 

Barker admires the obsessive nature 
of comics fans—and creators—but has 
a somewhat more Olympian perspec- 
tive, almost literally. *One of the inter- 
esting things about populist art is how 
you can often reach conclusions that 
very much more sophisticated minds 
take a long time to reach, because of 
the kind of raw, Jungian instincts. I be- 
lieve in the collective unconscious, 
and that it populates the world with 
gods and demons. And these brightly- 
colored creatures, who descend from 
the stars with powers that are super- 
human, in order to save us from our 
own worst instincts and those who 
would destroy us, are gods by other 
names. 

“T believe comics, by and large, are 
telling the folkloric tales, the religious 
tales which have fallen from grace in 
other forms. We still need those 
miraculous tales, we still need to know 
that there's a hand to save us, should 
we fail. And it will not be a human 
hand. 1 think we need the comfort of 
these stories just as we need the ghost 
story and the urban legend. We need a 
sense of the divine, we need (as in the 
title of a wonderful book by Peter 
Berger) a rumor of angels. We need to 
know that something miraculous is 
around the corner. And even if we 
don't believe this is actually happen- 
ing in our world, we can gather for a 
while around a campfire and hear 
ghost tales, or we can sit and read of 
heroes.” 
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Prelude 


Marvel’s Sorcerer 
Supreme once 
made TV movie 


Dr. Strange 
(Peter Hooten) 
d Morgan 


ር 
er) in the 
$ er 
Supreme’s 
first film (so far). 


h, Eye of Agamotto, Baron 
O ioni the Dread Dormammu, 
where were you? 

When CBS aired Dr. Strange as a 
TV movie in 1978, it wasn't exactly 
the same Dr. Strange who had been 
casting spells in various Marvel 
Comics since Stan Lee and Steve Ditko 
created the famed sorcerer supreme 
back in 1963. Writer/director Philip 
DeGuere made liberal changes in 
Strange’s backstory for the transition 
from the four-color page to the small 
screen. 

An origin story, the filmed Dr. 
Strange told how Dr. Stephen Strange 
(Peter Hooten) confronted his destiny 
as the successor of Thomas Lindmer 
(Sir John Mills), Earth’s supreme 
sorcerer. When Lindmer's old foe, 
Morgan Le Fay (Jessica Walter), 
crosses the dimensional barriers and 
threatens his tenure, Lindmer seeks 
out Dr. Strange. Wong (Clyde Kusatsu) 
z finds him at a New York hospital's 
2 psychiatric department. Having 
¢ weakened during the years on Earth, 
Lindmer must introduce Strange to his 
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talents and convince him that he’s 
desperately needed, before Le Fay 
succeeds in her plans to destroy the 
old man, A young university student, 
Clea (Eddie Benton), becomes Le Fay's 
awn against Lindmer, and along the 
way, Strange falls for her. But Le Fay 
hasn't had the warmth of a man in her 
arms for centuries. 
In the comics origin, Dr. Stephen 
Strange is a world-renowned, but arro- 
gant, surgeon, After the loss of his sur- 
gical skills, he hits bottom, which 
eads to a search for the all-knowing, 
all-seeing Ancient One, who takes 
Strange under his wing and teaches 
him the mystical arts. Pitted against an 
enemy in Baron Mordo, a fellow 
apprentice whose true intentions 
against the Ancient One are revealed, 
Strange eventually earns the mantle as 
Earth's Sorcerer Supreme. 

A veteran writer/director of such 
TV series as Baa Baa Black Sheep, 
Simon & Simon and CBS' Twilight 
Zone revival (which he discussed in 
STARLOG #99), DeGuere's foray into 
cosmic battles between good and evil 
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truly was a trip into a nightmare 
dimension. 

*What 1 remember about Dr. 
Strange was the creative frustration,” 
says DeGuere. “It was so intense that I 
doubted very seriously if there would 
ever come a time when I could watch 
that show. It didn't really come out the 
way I wanted it to.” 


a handful of Marvel Comics 

characters to adapt to television, 
but only three actually made it to the 
screen. Concerns about young 
viewers imitating The Human 
Torch had extinguished that idea, 
while the similarity to the already 
airing The Man from Atlantis 
deep-sixed the Sub-Mariner. The 
Incredible Hulk (with Bill Bixby 
and Lou Ferrigno) became a 
series while Captain America 
joined Dr. Strange in the TV 
movie arena. Universal had 
made a deal with CBS to do four 
two-hour TV movies pilots. 
However as  DeGuere 
explains, "They offered these 
shows to CBS at a very low 
budget. As a consequence, when 
it came time to shoot Dr. Strange, 
I was, as the director, presented 
with a wildly unrealistic shooting 
schedule. The original schedule 
was something like 13 days. I was 
not terribly experienced as a director. 
I was inclined to rely on the studio, 
and if the studio says that the show 
should be made—or could be made— 
in a given time, then I felt it was my 
job to try and do that." 

DeGuere felt that his previous expe- 
rience of working out complicated 
schedules with producer Stephen 
Cannell on Baa Baa Black Sheep 
would help him conquer the 
production difficulties on this, his first 
'TV movie as a writer/director. 

"Right before I started shooting on 
Dr. Strange, Star Wars had hit and a 
couple of other big-budget fantasy/SF 
movies were in the works," explains 
DeGuere. “And the desire to put 
something on the screen, when it came 
to things like other dimensions and 
flying effects, was in direct conflict 
with the kind of shooting schedule we 
had been given. It was just simply 
impossible to do. 

"There was an endless series of 
compromises that I was forced into. 
They weren't the kind of compromises 
that were well-thought-out in the first 
place, or that were designed to effec- 
tively bring across what the intent of 
the show's illusions were. The tech- 
nology I was using to bring that show 
to the screen was woefully inadequate 
for the time and expectations we had. 
It was a very, very difficult thing to do. 


I: 1978, Universal Studios obtained 


It was very frustrating—we went over 
schedule, and it became a hell I could 
not get out of. On the whole, it's a 
situation I wouldn't allow myself to 
get into again. I was young and naive, 
and kind of lost it." 


Today, Phil DeGuere looks back on his < 


Strange experience with some bemuse ment. 


The situation forced DeGuere to 
make changes in virtually everything 
connected with Dr. Strange. 


"It was just not a happy experience, 
and the show didn't come across with 
the kind of production values I had in 
mind,” sighs DeGuere. “It follows that 
I went over-budget. It finally came 
down that we shot it in 20-21 days or 
so,” the time period he had originally 
wanted. “It was a constant battle to try 
and get things accomplished in an un- 
realistic time frame.” 

Other mistakes DeGuere remembers 
making was conceding to network re- 
guests that the script be heavy on ex- 
position. Translation? The characters 
stood around explaining things to each 
other. Lindmer filled in his protégé-in- 
waiting on his “lenient” talents, the 
facts of the universe and ages-old evil 
demons. “ፐከ81 was a mistake and re- 
sulted in the whole thing being way 
too wordy. Way too much,” DeGuere 
grimaces. 


Adapting Dr. Strange for television 
w interesting and challenging 
because it was a field of fantasy 
filmmaking that hadn't really been 
explored. 

"I've always been interested in 
metaphysical themes, occult fiction, 
stuff like that. I would say that the 
things that primarily attracted me 
were the metaphysical aspects of 
storytelling. It seemed to me, before I 
got into it, that it would be far easier to 
translate it to the screen than the oth- 
ers. It didn't require the kind of 
action-oriented superhero [antics] 
like Captain America, [which 
would have been] extraordinarily 
expensive to put on the screen." 


eGuere's original vision 
of bringing Dr. Strange to 
life "wasn't to try to 


faithfully re-create what you 
saw in the comic book pages. I 
was trying to take the theme 
and find a way to make it work 
on television 

"I had extensive discussions 


with Stan Lee about it at the 
time. The original origin story 
had a kind of hackneyed, tired 
quality to it in the '70s because 
of all of the emphasis it had in 


the '60s about Eastern gurus and 
Eastern mysticism in general 
When Dr. Strange was created, he 
was a completely off-the-wall 


Ona 
cheaper- 
than-usual 
TV movie 
budget, 

it was 
impossible ፤ 
for Strange 
to perform 
effective 
magic. 


character. But 
by the time he 
got big and 
popular 
in the 
60s, 
Dr. < 
Strange 
was sym- 
bolic of a lot of 
empty-headed 
Eastern mystiöi 
DeGuere 
refers to [ከሮ 
TV series Kung Fu as a 
template for the show's 
style. *I was trying to make 
it more contemporary and 
away from the comic per 
se, because I didn't feel 
it wou d come across 


well. Of all the 
movies that tried 
dealing with this 


kind of material, the 
one that made it 
most successfully 
was Dragonslayer 
[1981 What I 
was looking for 
was a more fluid, 
hipper version of 
what was in the comics. I was looking 
for a dislocation in time and space. 
I've seen many movies made since that 
made me say, ‘Gee, I wish I'd had that 
quality.” And to a much larger extent, 
Dragonslayer got that quality largely 
because it was in the Middle Ages. 
“The original idea at the very be- 
ginning of Dr, Strange was being 
progressively pushed out of normal, 
everyday sensory reality. What I was 
looking for was almost psychedelic. I 
really wanted a certain kind of magical 
glow to it in terms of what it looked 
like, and the general feeling that it 
had. It just didn’t accomplish that.” 
And that's why the Eye of 
Agamotto and the Dread Dormammu 
are nowhere to be seen. “I didn’t think 
those things would come across in the 
dialogue,” DeGuere admits. “I didn’t 
think they would play as effectively in 
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Wes Craven will 


my version as they did in the comic 
book medium. I have to admit, I didn't 
care much for the character of the 
dissolute and dissipated surgeon. I 
thought that was a somewhat 
unsympathetic 
character. 

"And 1 was 
also literally 
flying into 


may fly again. 


write and direct a 
new movie version. 


the unknown. I had never seen a show 
like this on television, nor had I any 
reference point from features or things 
like that to mark on. I really was out 
there in uncharted territory. I don't 
attribute the problems I had on making 
that show to the studio—everybody 
was very cooperative. Neverthele 
because of my experience, the proje 
was not approached in an intelligent, 
sensible way. In fact, it wasn't until I 
worked with [director] Billy Friedkin 
on Twilight Zone, on ‘Nightcrawlers,’ 
that I really understood how essential 
it is that a movie be prepared properly 
before shooting." 

Questioned for opinions of his cast, 
DeGuere sidesteps a direct critique by 
saying, "They did the best they could 
under the circumstances. Any 
problems that happened in the whole 
thing, I would have to lay the blame 
on the director [i.e. himself]. They 


were all completely willing and pro- 
fessional. There were no problems. 
There are scenes in this picture that 
I find nowhere near as believable as | 
hoped they would be. The overall feel- 
ing that runs throughout Dr. Strange 
really wasn't what I had in mind." 


r. Strange never got close to 
being a TV series, despito its 
pilot status, primarily because 
of the network's slotting it in at 8 p.m. 
Tuesday night, opposite the smash 
Alex Haley mini-series Roots. 
“It was a death period for 
CBS,” says DeGuere. “In fact, 
it was the same time period 
for Simon & Simon two 
years later, and it was still a 
death period. It 
didn't have 8 
lead-in.” 
There seemed to be a 
general lack of interest 
from the network as 
well. “It was not 
something 
that CBS 
had much 


According to DeGuere, the 
cast did “the best they could.” 
The writer/director blames 
any problems on himself. 


enthusiasm for,” says DeGuere. 

Ideas for further Strange 
tales were in mind, as DeGuere 
suggested at the time in 
STARLOG #12, “In the second 
story, he will find himself 
more directly involved in a 
cosmic struggle for the fate of 
the Earth.” 

But today, “I’m sure there 
was discussion about that,” 
attests DeGuere. *I can't 
remember if it was really done. 
If you sell a pilot, you know 
that you're immediately going 
into production and making a 
series. But if you put a movie 
on the air, you may not find 
out for quite a while whether 
you're going to series. It's a real 
necessity to have a blueprint in 
your mind or a thesis of what 
the successive stories would be 
like. I had some idea, but I 
don't recall that it was worked 


Over the vears, Dr. Strange 
has earned cult status with 
comics fans, especially since ils MCA 
video release in 1987. "That's great 
news,” DeGuere says. “It reinforces the 
fact that those who are involved in 
making the film often don't have a 
clear picture of what they're doing at 
the time, and after it's done, it isn't 
until a couple of years later that you 


5 EA p 
out very much." Sir John Mills 


can look back and get some kind of 
objectivity. Even today, whenever I 
watch anything I've done, I 
immediately plunge right back into 
whatever the process was at the time. I 
remember why this decision was 
made, or why that cut came out the 
way il did." 


፻5 ግ 


DeGuere believes the whole film was “way too wordy.” 


took on the role of Thomas Lindmer, Strange’s movie mentor, 
essentially the Ancient One in modern garb. 


Dr. Strange has made his presence 
brighter in recent years. In the late 


"805. filmmaker Bob (Back to the 
Future) Gale scripted a Dr. Strange 
movie that eventually wasn’t made 
(STARLOG #110). Francis Ford 
Coppola's son, Roman, hoped to direct 
a separate Dr. Strange (CS #31) feature, 
but film rights instead 
recently went to (he new 
Savoy Entertainment. 
Ironically, DeGuere's 
fellow compatriot from 
his Twilight Zone days, 
Wes Craven, will script 
and direct Savoy's 
Strange tale. 

DeGuere, surprised 
at hearing this news, 
responds positively. He 
feels Craven did a good 
job on 1982's Swamp 
Thing and that Craven 
will achieve similar 
results with the sorcerer 
supreme. 

If Philip DeGuere 
had to do it all over 
again, what would he do 
erently? “I would 
wait 10 ye " he an- 
nounces. “If I could do 
Dr. Strange in the mid- 
80s, | would have access 
to the technology that 
would make it possible 
to put it on the screen, 
without having to bend 
over backwards. The best 
[comics] adaptations are 
the ones that cost a lot of 
money and are on the big 


screen." [93] 
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LIFE WITH THE BATMAN 


With Bob Kane & Bill Finger, 


Part Two 


he Joker was arguably the first 
classic comic-book villain, and 
creator Jerry Robinson agrees 
that Chester Gould’s garish bad guys in 
Dick Tracy helped pave his way. 
^] read Dick Tracy and Milton 
Caniff's Terry and the Pirates, and I 
can’t say that there wasn’t some of that 
influence on my thinking, although it 
wasn't conscious,” says Robinson. 
“You read things, and they circulate 
through your thinking. I wasn’t a great 
comics fiend or buff at all then, be- 
cause I wasn’t thinking of comics as a 
career—I was into journalism. But I 
admired Milton Caniff. He also ha 
great villains, not quite Dick Tracy’s 
bizarre types. Tracy started in '31, and 
Gould was doing some of those villains 
before we introduced the Joker.” 


nother classic Batman foe, the 

y vn was created by Bil 
Finger, but Robinson also made 

some contributions to the character. 
"I worked on the first Penguin story. 
As with all characters, when you do 
one for the first time, you find some o 
the visuals and the costume," says 
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Jerry Robinson fashioned the 
exploits of a dark knight. 


Photo: Laurie Bradach 


By KIM HOWARD JOHNSON 


Robinson. "But I wouldn't say I created 
them in any way. 1 would assume that 
Bob did the first Penguin story, but I 
would have to see it. I know I did some 
early ones and an early Penguin cover, 
but I don't know which came first." 

Presented with a DC Batman 
Archives volume containing the Pen- 
guin's introduction, Robinson confirms 
that he inked Bob Kane's pencils on 
the historic tale in Detective #58. 


something 
that 

lives on," 
notes 
Robinson. 


“I remember this story, and it's def- 
initely Bob's pencils and my inks," he 
says. "When.you ink a character for the 
first time, you develop him a little bit, 
but Bob did the initial concept." 

One story of the Penguin's creation 
maintains that Bill Finger obtained his 
inspiration from the penguin symbol 
on a Kool cigarette pack. 

“I don’t remember that 
specifically,” says Robinson. “I would 


“As with all the characters, when you do one for the first time, you find some of the 
visuals and the costume,” Robinson says regarding the Penguin’s creation. 
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have to think back. But it certainly was 
Bill’s idea. He created all the other 
characters.” 

The following issue, Detective #59, 
also featured a Penguin story, which 
Robinson attributes to Kane. He is un- 
certain as to who drew the cover to 
#60, but identifies the next one as a 
Kane-Robinson collaboration. 

“I loved to work on the Joker 
stories, because I felt a closeness to the 
character,” he explains, but adds that 
he never wrote any Batman stories 
after he lost the opportunity to write 
the Joker’s introduction in Batman #1 
(see CS #35). “I began to think about 
writing my own things and just draw 
the Batman, which I did. If I had 
another idea for a character, I would 
have contributed, but creatively, I was 
thinking of other things and just 
drawing for Batman.” 

Robinson notes that the cover of De- 
tective #62 is the only cover from his 
collection that he ever got rid of. “I 
traded it to an art collector for a Marcel 
Duchamp,” he says. “A collector came 
to me and offered me fantastic 
amounts of money for a cover. One 
time, he gave me a blank check, which 
I didn’t even want to think about! 

“Finally, he said, ‘If I can’t buy 
something, how about a trade? Name 
an artist you like.’ By chance, there 
happened to be a Duchamp retrospec- 
tive museum show, and I admired him. 
So, I said, ‘Marcel Duchamp,’ and he 
said, ‘I just bought a whole 
collection—come to my apartment and 
we'll dig out something you like.’ 

"[ thought he wasn't for real, but I 
took along an appraiser to his Park Av- 
enue apartment. This apartment was 
oaded with every kind of fine art—it 
was incredible. The appraiser looked 
around, gave me the high sign that it 
was all OK. I picked out some 
Duchamp, and we settled on this one 
cover, #62]. 

"For some reason, of the ones I 
ave, this is one that I liked the least," 
the artist admits. "But it's one of the 
irst Joker covers, and probably much 
more valuable than others. These were 
all photostats of the Joker's head," 
he points to the balloons. "I thought 
the cover was less important, because I 
just drew one of them, and those were 
all statted. Anyway, that's the only 
piece of Batman art I had that I ever 
parted with, and I have this Duchamp, 
which I never would have aspired to 
own. I was intrigued that I was trading 
Batman for Duchamp!" 


obinson points out another 
Rss cover to Detective 

465, where Batman and Robin 
welcome the Boy Commandos to the 
title. The piece combined Fred Wray's 
pencils and Robinson's inks with Joe 
Simon and Jack Kirby art on the Boy 
Commandos figures. As it catches his 


eye, Robinson also notes that he did 
the very first Two-Face cover, which 
appeared on Detective #68. Unfortu- 
nately, he says original art was seldom 
returned in those comics' early years. 
"The only art we got back in those 
days was the stuff we asked for from 
the printers." 

The artist also made another contri- 
bution to Batman that has been 
forgotten for many decades, and he 
announces it as an afterthought while 
paging through the Batman Archives. 

“፲ don't think I’ve ever mentioned 
this before. I was the one who re- 
designed this logo," he reveals, point- 
ing to the logo with Batman's head 
over the body of a cartoon bat, the clas- 
sic logo that was used in the comic for 
decades (and first appeared in the June 
1940 Detective Comics #40 and Bat- 
man #1, also released in spring 1940). 
"That's my lettering—I was lettering at 
the time," he points out. "I don't re- 
member how I-came up with it. I just 
remember we wanted to redesign the 
old one, because it looked corny. 

“Using the bat head was obvious. 
This lettering is very incorrect. The 
calligraphy is wrong, the thick and 
thin, but I knew nothing about it. I 
wanted a certain look to it. That's how 
we did it—we did it how we liked 
things to look, rather than the correct 
way. With Robin, I gave him the old 
English style of lettering, more like 
Robin Hood—that was the idea." 


hen he became tired of draw- 
ing Batman in 1945-46, 
Robinson decided to quit. “I 


had many offers to do other comics," 


Art: Bob Kane/Jerry Robinson 


Art: Jerry Robinson/George Roussos 


NICHTS 


He may have helped create many faces in 
Batman’s rogues’ gallery, but Robinson 
feels closest to the Joker. 


he explains. “I did a lot of freelance 
things. I had brought Mort Meskin up 
to DC, and we had formed a partner- 
ship. He had created the Vigilante and 
Johnny Quick, and we did them to- 
gether for a number of years after we 
formed a studio together. Then, we did 
the Black Terror and the Fighting 
Yank. By that time, Simon and Kirby 
had their own outfit, and we did some 


Robinson left comics and 
went into book 
illustrating, where his 
comics experience helped 
greatly. 
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After losing the opportunity to write 
Joker’s introduction, “I began to think 
about writing my own things and just draw 
Batman, which I did.” 


work for them as well. 

“In 1959-60; ] started teaching at the 
School of Visual Arts at night, while I 
did my own work during the day,” he 
continues. “Steve Ditko was a student 
of mine—he had never studied before. 
got him a scholarship his second 
year. 1 had many students who went 
on and became very well-known in 
comics. As soon as somebody showed 
enough talent in class, 1 would call a 
publisher. One year, my students 
earned a total of $27,000 while they 
were in class! I wanted to get them 
working as soon as possible. 

“At that time, Burne Hogarth, the 
school’s co-founder, and 
riends. Will Eisner was also a close 
riend at that time. I met Stan Lee in 
the ’50s, and I worked with him during 
the '60s, doing all sorts of things just 
efore the Marvel superhero era— 
Westerns, crime, war, romance. 

"I also worked for Western doing 
Bat Masterson and Lassie—bread-and- 
butter things,” he says, claiming that 
he came to hate drawing Lassie so 
much that he began to search for ways 
not to draw the collie. During one 
chase sequence through a field, Robin- 
son made the grass so tall that he 
showed only the dog’s tail sticking up 
through the rushes. 

“Basically, I left comics after that, 
and got into book illustration. I did 
maybe 30 books of all kinds. My expe- 
rience in comics was really great—it 
enabled me to draw about anything 1 
could think of, which most book pub- 
lishers weren't used to. They liked to 
have you specialize—if they had a 
book about cars, they would have the 
‘car artist’ do that. They weren’t used 
to my going from one thing to another. 
I did science books, biographies, histo- 
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I became 


ries and some advertising art during 
that period.” 

Robinson went on to work in news- 
paper cartooning, however. “For a 
couple of years, 1 did a newspaper 
strip, Jet Scott, but my goal was to 
become a political cartoonist. I was a 
political animal—my family was in- 
volved in politics at a local level, and I 
grew up in that atmosphere. 1 came up 
with the idea for a political cartoon 
that would be good for editorial pages 
called Still Life: Inanimate objects 
would comment on the news. In those 
days, we didn't have op-ed pages—just 
editorial pages—so my cartoon had to 
appear on the same page as that 
newspaper's editorial cartoon. 


PRISE FOR YOU ~ ነ THE 
WIND STAYS RIGHT! 


THE WAY. HE 
SAYS THAT! 


WELL, THERE'S NOTHING 
WE GAN DO ABOUT IT NOW! 
| W& CANT LET GO ሠ /| 


*I created the idea of inanimate ob- 
jects, so it would look as different as 
possible from a standard editorial car- 
toon, but still comment on the political 
scene,” he says. “Still Life became very 
successful, and I did it for about 15 
years. I changed the name to Life With 
Robinson, and 1 still do three a week. 

“In 1978, I founded the Cartoonists 
and Writers Syndicate. I’ve been presi- 
dent of the Syndicate and editorial di- 
rector, and we now represent more 
than 200 leading cartoonists and writ- 


"If we had 
the advances 
that are taking place 
now," Robinson says, 
*I might not have left comics.” 


YOUVE SLOWED ME UP, BUT 
YOU HAVEN'T BROUGHT ME DOWN! 
AND WHEN WE DO LAND -- /፻ 
THERE'LL BE A NICE SUR- 


HERE HE COMES NOW! WHA-- 
| HE HAS BATMAN ANO ROBIN 
A WITH HIM / GET THE NET READY, 

N gery BOYS--AND | 


ers in 45 countries around the world. 
We syndicate their work to U.S. papers 
and abroad. That has been one of my 
most satisfying accomplishments. 

“I traveled around the world and 
met the artists. Americans are often too 
traditional in their work, so I wanted 
to bring some of the best foreign 
cartoonists to America. 1 had to invent 
a format in which to do it, because 
ordinarily, papers wouldn’t print 
cartoons from abroad. I invented a 
format called ‘News of the World,’ in 


Layout & Design: Calvin Lee 


which a paper could show what world 
opinion was and all the different 
philosophies, and it has expanded 
every year. We have another exciting 
feature called ‘Wit of the World,’ and 
the leading humor cartoonists 
contribute to that—New Yorker 
cartoonists, Punch from England, 
Krokodil in Moscow.” 


The Batman film looked good to Robinson 
but “they could have written a much better, 
intriguing story with just the Joker.” 


YOU MAY BE THE 
EAM Or) 
CLUES, 


Art: Bob Kane/Jerry Robinson 


erry Robinson 
has been 
more SUCCE: 
ul than many 
early comics 
artists and wril- 
ers in estab- 
lishing himself. 
outside the in- 
dustry, but ad- 
mits that he 
sometimes miss- 
es the old days. 
"It's fun to go to conventions and 
reminisce, but if we had had the 
advances that are taking place now, I 
might not have left comics," he says. 
"We didn't own our characters. We 
didn't really think of comics as a long 
career. There's some remarkable talent 
working in comics today. It’s very 
oxciting, and I admire their work." 
Robinson says he was too busy to 
see Batman Returns, but he did catch 
the first movie. “I liked some things 
and I disliked a few things,” he admits. 
‘I didn't like the script. I liked the por- 
trayal by Jack Nicholson, but I didn’t 
like the concept as they wrote it—to 
me, he came out as a mad terrorist. I 
don’t mind changing a character if it 
does something storywise or if it helps, 
but 1 don’t think it helped. I think it 
diminished the character. 
“But, it was such a glitzy produc- 
tion—the sets were exciting and some 
things were good, but overall, I was 
disappointed. I think they needlessly 
introduced all the other characters. I 
mean, the Joker is strong enough—they 
could have written a much better, in- 
triguing story with just him. My main 
criticism was the script. I wish Bill 
Finger was around to write the script— 
oh, it would have been great! He 
would have given his eyeteeth to write 


3S- 


Batman’s transformation 
over the years makes 
Robinson note that “we 
lost some 

of the drama and 
mystery.” 


the Batman movie. I 
feel terrible that he 
didn't live to see this 
and get credit for it. 
Unfortunately, he 
didn't get any credit 
until after he died—I 
appreciate what 
they're saying now, but 
the main credit should 
have gone to Bill.” 


he comic-book Batman has gone 

] through many stages in his 
development over the decades, 

but Robinson says he hasn't really paid 
much attention to it all. “I would just 
see it now and then,” he explains. “I 
would be very impressed with the art- 
work, but I didn't read it. The artwork 
remained too close to the realism 
school. We lost some of the drama and 
mystery of Batman. We never tried to 
show every last muscle correctly if it 
interfered with the story. These artists 
are brilliant—they’re better artists than 
we were—but 1 think their art works 
better on other characters than on 
Batman. 

“The versions I liked best were by 
Frank Miller [on The Dark Knight Re- 
turns], and David Mazzuchelli [on 
Batman: Year One]. When I first 
started to read it [Batman: Year One], 
they had Bruce Wayne walking 
through Robinson Park. I didn’t think 
anything of it, but then, he passes by 
Finger Memorial, and that’s when I 
thought, ‘Hey, wait a minute.’ I 
thought it was very nice of Frank 
Miller, whom I never met. They put 
that in at the beginning, and after I 
read the story, I saw the first page, 
where they said it was an homage to 
Bob, Bill and myself. I learned later 
that DC wasn’t happy giving us any 
credit due to possible legal problems, 
but Frank had insisted on it. I thought 
it was very nice of him.” 

Despite his many other achieve- 
ments, Jerry Robinson agrees that the 
shadow of the bat looms the largest. 

“It’s strange in some ways. It's grati- 
fying that I did something that lives 
on, but it’s like looking back at one’s 
youth,” the artist says. “To look back at 
some episode of your life and see it be- 
ing resurrected is strange, but I find it 
gratifying. I guess I have as big an ego 
as anybody else, and it’s nice to 
be remembered.” ጩጨ 
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Ultraverse 


(continued from page 35) 
working from by Marat 
Mychaels. 

Gerber also writes Sludge, a man- 
into-monster title set to premiere in 
October. When corrupt cop Frank Hoag 
refuses to kill another officer, he’s 
gunned down by the mob and left for 
dead in the sewers. But experimental 
chemicals in the muck transform 
Hoag's barely-alive body into a tower- 
ing mass of inhuman rage. Kevin 
Nowlan designed the character and 
Aaron Lopresti pencils this monthly. 

In Firearm, James Robinson, writer 
of Dark Horse's Terminator: Endgame, 
explores the role of a normal man in an 
Ultranormal world. Alexander Swan 
has been a soldier in the Special Boat 
Service and an agent for a top-secret 
English Intelligence agency. Now, he’s 
a private investigator facing supernatu- 
ral entities and super-powered villains, 
armed only with a little courage and a 
big gun. Jerry Bingham designed the 
character. Firearm debuts in 
September. 

The writers seem uniformly enthu- 
siastic about their role in the Malibu 
Ultraverse, but perhaps Englehart sums 
up their feelings best. “There was a 
time when writers made a big differ- 
ence in the sales of books. Art, art, art 
is the big deal now. But lately people 
have been coming up to me in comics 
stores and saying, ‘You know, there are 
no more stories at Marvel any more.’ 
My feeling is that people would like to 
start relating to characters again, to 
know the people and not just look at 
their costumes. 

“This just feels like the early Marvel 
to me," says Englehart. "We're creating 
something that’s fun and coherent.” 


alibu is intent upon spreading 
the word about the Ultraverse 
to the four corners of 


comicdom. The company has done 
extensive advertising. For retailers, 
they produced a promotional video 
featuring interviews with all the 
Ultraverse creators, as well as a live- 
action Hardcase short subject, scripted 
by Hudnall and starring martial artist 
Gary (City Hunter) Daniels. 

Malibu's film division is working to 
bring other Ultraverse characters to the 
silver screen. A videogame based on 
Prime is being readied, and other 
software is in the works. There will be 
a set of Ultraverse trading cards, too. 

When introducing new titles and 
characters, some comics publishers 
rely on flashy gimmicks like holo- 
grams, polybags and multiple covers to 
generate sales among collectors. Ulm, 
however, doesn’t see the need for such 
excess. “Right now,” he says, “many 
companies are trying to get that specu- 


designs 


lative dollar. But I don’t want to 
depend on that. It'll be nice if some 
people want to buy 50 copies of 
Mantra, but Im more interested in 
getting that one person who really 
wants to buy the book every month.” 

Perhaps the most unusual adjunct 

to the new books will be Ultra 
Magazine, which Ulm describes as “an 
artifact from the Ultraverse. We've 
established that super-beings are 
considered celebrities. So, Ultra is a 
cross between People magazine and 
the National Enquirer.” Readers 
seeking more information about their 
favorite characters can browse through 
Ultra to find the latest dirt. Of course, 
there’s no guarantee that Ultra, edite 
by Paul O'Connor, will report the 
whole truth and nothing but the truth. 
Ulm insists that Ultra is far more 
than some kind of Malibu house organ. 
“The magazine is going to be a really 
exciting approach,” he says, “a rea 
chance for fans to get involved with 
this fictional universe.” 
The possibility of interesting 
crossovers seems vital for any flourish- 
ing comics universe. Ulm asserts that 
there’s plenty of room for them in the 
Ultraverse. “The crossovers will start 
happening soon, but they’re going to 
be meaningful, story-driven, not just 
an excuse to put the most popular 
aracter in every title to sell more 
copies.” 
Trying to pin Ulm down on the pre- 
cise nature of those proposed 
crossovers proves nearly futile. 
“Basically, anything can happen in the 
Ultraverse,” is all he'll say. “It’s a 
wide-open field. There’s an enormous 
surprise coming in December that no 
one has a hint about yet.” 

Ulm seems confident that the 
alibu Ultraverse can hold its own in 
an increasingly competitive market. 
“We're upping the ante in a couple of 
ways,” he says. “First, in the amount of 
promotion we’re doing. Second, in the 
level of service we're giving to the in- 
dividual creators. My motto is that the 
creator always comes first. We're 
pointing that out in all our actions.” 

He continues, “Each of our writers 
can tell difficult stories and make it 
ook easy. These books are action- 
acked, but they have an aura of so- 
histication that doesn’t bounce you 
out of the book. It's not like we're try- 
ing to write these for a select group of 
people. They're for all comics fans. 

“1 think the books themselves are 
going to set a new standard for story- 
telling. These are some of the finest 
comics I’ve ever read.” 

That’s a big promise to live up to, 
ut Chris Ulm and company seem un- 
daunted. “We have to provide quality 
to the consumer,” he says. “All the 
hype, all the promotion, none of that 
means anything unless you have a 
roduct people want to read.” 
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(continued from page 40) 


there ever since, and now that it’s 
starting to crumble, and DC—I’ve 
never been able to figure out what 
they’re doing—they’re so powerful, 
and they have such good characters 
that they're always going to hang in 
there at 10 or 15 percent of the market. 
If Marvel falls to 20 percent—which is 
possible very quickly—and if DC is in 
that 10-15 percent range, that leaves 65 
percent of the market up for grabs 
among the companies now trying to 
launch lines to compete with Marvel 
and DC. Of the companies that are 
trying to do that—there’s Dark Horse, 
Malibu, Image, Valiant and us. There’s 
plenty of room for a whole lot of good 
new books. There’s no room for bad 


the most collaborative medium on 
Earth. Go see a movie—if you don't 
like it, go ahead, write Steven 
Spielberg a letter, he'll never read it. 
"But if you read Sin City and you 
have something you want to say to 
Frank Miller, just drop by the San 
Diego Con, there he is. You say, 'Hey, 
Frank, you screwed this up' and the 
thing is, we all influence each other, 
we really do," he says enthusiastically. 
"No creator, no matter how proud and 
puffy and arrogant he might be, goes to 
those conventions and walks away 
without some of his ideas changed. 
Everybody is in this together." 


he comics industry has changed 
drastically in recent years, with 
artists coming to the fore and 


writers questioning their place. 
Shooter, however, doesn't see where 


When I started at Marvel in 1976, it 
was all work for hire, it was all 32 
pages of pulp paper, printed letter 
press, flat rate, Marvel owned it all, 
period. If you didn't like it, leave; and 
the rates stunk. One of my conditions 
for taking the job—and I told the 
president of the company this—I 


wanted to change the entire way wo do 
business, 'I want to pay royalties' and 
he said, ‘You mean we don't?’ He was 
from book publishing, and he was 
stunned that we didn't pay royalties. I 
thought, ‘This is going to be easy.” 
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think you'll be able to compete with 
Dark Horse, Malibu and these other 
guys?' My question is, 'How do they 
think they'll.be able to compete with 
me?' 1 guess it's fair to point out that 
every one of thóse companies came to 
me to ask me to do it for them. And 
then when I wouldn't, they're going to 
try it anyway. It seems to me that that's 
a strong vote in our favor: Not only do 
Ithink I can do it, they think I can do 
it. By the way, I got to know many of 
those people pretty well, and got to 
like them a lot, and I'm very glad 
there's room in the marketplace be- 
cause I hope they all win. 


DOMINION 


"Valiant went a long way to turn 
some things around. People are not 
now dismissing new companies the 
way they were. Now if it doesn't say 
Marvel on it, they say, 'Oh goody.' I 
think we have a receptive audience. 
The way I look at it is this: All we have 
to do is be good and we'll win. When I 
started Valiant, you had to be good, 
you had to get people to notice, you 
had to survive, you had to get artists to 
work for you. There were many things 
you had to do, now you only have to 
be good cause we're on center stage in 
the Twilight Zone." 

Shooter kind of laughs when he 
discusses the fans, but it's a friendly 
laugh. “The fans are fans, the retailers 
are fans, the distributors are fans, the 
editors are fans, the creative people are 
fans. Everybody is a fan. This is 
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seamless. If everybody was a Moebius 
or a Frank Miller, you wouldn’t have 
artists and writers, you would have 
cartoonists. The problem often arises 
that there's no creative leadership at 
the top. 

"I really think that art and writing 
are part of the whole visual/verbal lan- 
guage of comics. As an editor, as a pre- 
sumably capable creative leader, it's 
my job to get these people to work to- 
gether and come out with an enter- 
tainment experience that people will 
like. You can't say the art is more 
important or the writing is more 
important—if it isn't all there, it's 
garbage or wallpaper or something, but 
it's not a good comic. 

“What has happened is that with 
the lack of leadership, whoever has the 
most clout here or there starts getting 
away with murder," he continues. “I 
think it’s a great crime that Chris 
Claremont, who did X-Men for 17 
years, got squeezed off of X-Men. 
That’s a pretty bad situation. If you do 
it right, you can create a really great 
team and produce great stories. It 
requires getting the right people. There 
are people like Frank Miller who are 
soloists, but there are also people like 
Mike Barr, Chris Claremont, Roger 
Stern, David Lapham, people who like 
working in a universe environment. 
Guys like Roger Stern and Steve Ditko 
help you with continuity, and then 
spring board off the stuff you've done 
and give you stuff to spring board off. 
And you have the kind of wonderful 
continuity that Marvel had in the old 
days. The truth is finding football 
players instead of golfers. That's one 
part of it, another part is creative 
leadership so that you can really get 
the people together, get them to talk. 

"And the other important thing— 
and this is something many fans don't 
know or understand—is to play fair. 


declares, "and then Marvel started 
being bought and sold, and no one 
wanted to hear about our future as a 
company. They wanted to know what 
the bottom line was, and they hit a 
brick wall. 

"Many creators are bitter and upset, 
and break off and form Image, or go to 
Dark Horse and become Frank Miller. 
It would be great if there was 
something like Marvel, where you 
could play on the team and have a 
great deal of fun. There should be 
something between Marvel 'engulf and 
devour' and Image, and pretend it's a 
universe but it's not or be Frank Miller 
and do your own little thing. 

"So, what if you did an enlightened 
company," Shooter smiles, “that was 
creator-friendly, a terrific deal, and 
where guys could make a lot of money 
and have a carried in ev- 
erything they create for the rest of their 
lives. So you make this great opportu- 
nity for them. You have the good parts 
of Marvel, the good parts of winging it 
on your own, and you create an 
environment where people want to be 
storytellers. It’s not ‘Give me a flashy 
artist, let’s go for the quick buck, can 
we have a hologram on the cover?’ 

"It's an environment where people 
are thinking long term, thinking cre- 
atively, thinking about the important 
things instead of ‘how am I going to 
squeeze another 100 grand out of the 
direct market this year?’ Because if 
they're doing their jobs right, they'll 
get plenty of money, and put the 
emphasis where it ought to be. And 
that’s what I want with Defiant,” Jim 
Shooter says, “to be the next Marvel, 
but I don't want to make the mistakes. 
I want to do it right, and that’s the 
important thing to me, to do it well 
and not have any of the down sides. 
You don’t have to have the down 
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Milestone 


(continued from page 51) 


be intelligent in order to survive. The 
same is true of Augustus Freeman and 
Raquel Ervin in Icon, of Curtis Metcalf 
in Hardware and it’s definitely true of 
Virgil Hawkins in Static.” 

Due to its subject matter, Static will 
have the lightest tone of the four 
Milestone titles. “It’s still going to be 
dark and gritty!” jokes Cowan. 
“Actually, it’s by far our funniest book. 
There’s a lot of humor and wit.” 

“Although 1 co-wrote the opening 
story arc, the book will be very much 
Robert Washington's," McDuffie has- 
tens to add. “It’s an enormous amount 
of fun, and I think it’s the most realis- 
tic depiction of high school life that 
I’ve ever seen in comics. In fact, one of 
the things Robert does that’s so won- 
derful is, when you read the book, 
you'll flash back and remember how 
you felt when you were that age.” 

“The other thing we should point 
out,” says Cowan, “is that we have ex- 
cellent artists&on our books. We have 
Mark Bright on Icon doing the best 
work of his career so far. The new 
artist on Static is a guy named John 
Paul Leon, who’s an incredible kid, 
just amazing. The difference in growth 
between Static #1 and #6, which he’s 
workin) is remarkable. 


grams, Cards, Games, 
T-Shirts, Jackets, Models, 
Books & much, much more! 
We have a GIANT SELECTION 
of SF, Horror & Fantasy 
Merchandise! 


If you don't see it in our 
magazine, call our store 
and ask for it! 


IMMEDIATE DELIVERY! 


181 E. RIDGEWOOD AVE. 
RIDGEWOOD, NEW JERSEY 


1016 


Chriscross, the new artist on Blood 
Syndicate, is another incredible find. 
He starts with issue #4.” 


ecause of their distribution deal 
B with DC, the Milestone creators 

are able to create the kind of 
books they want to publish, free of 
outside interference. “This is totally a 
Milestone production,” says Dingle, 
who helped devise the deal with DC. 
“We sat down with them to talk about 
marketing strategies early on, but our 
relationship is that they handle the 
distribution, make sure the books get 
the coverage in the catalogs and that 
we're part of their solicitation material. 
Beyond that, there's no involvement 
from DC. 

“What you see in our books comes 
from Dwayne's computer, Denys’ easel 
and from our imaginations. Anybody 
who has read our books knows they're 
not DC books, and they're not Marvel 
books. They have a tone and feel that 
is distinctly ours." 
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For those fans who may be waiting 
for an eventual DC/Milestone cross- 
over, Dingle warns that such a meeting 
may not be in the cards. "What's going 
to happen is we're going to focus on 
our characters, and have them 
crossover,” he explains. “At this point, 
there are no plans to co-mingle the 
Milestone and DC universes. 

*I never say never, but I do know 
what you could do to put a DC charac- 
ter into our universe. It's a different 
feel, a different story structure, a dif- 
ferent audience. Before we can do 
something as revolutionary as a cross- 
over, it's important to focus on our 
characters, have them stand on their 
own two feet, and have people identify 
with them and what they're all about. 

“Right now,” Dingle continues, 
*there are still many guestions that 
need to be answered in the Milestone 
books. What does Hardware do after 


resolving his situation with Alva? In 
Blood Syndicate, how are they going to 
get along together? What's going to 
happen with Holocaust leaving the 
group? Are Icon and Rocket going to 
be able to gel as a team? Can Static 
handle the responsibilities of his 
powers? These stories take time to tell. 
The characters take a while to evolve, 
and then it will be interesting to see 
the interaction of these characters and 
their relationships.” 

“There’s a lot going on in the books’ 
background the first year,” says 
McDuffie. "You'll see bits and pieces 
in every book, and you've already seen 
some very important things happening 
in the background of Hardware, even 
though no one could possibly know 
that yet. It’s a universe, and actions 
that occur in one book will affect the 
others. If you read all four, it's a much 
richer experience, and there are things 
you could only pick up from having 
read the books in combination.” 


the subject of white characters in 

the Milestone Universe. With the 
company's current emphasis on black 
and minority characters, will whites be 
included in their cultural mix? “What 
we're trying to do, and this is not an 
evasive answer,” responds Dingle, "15 
to develop a range of characters, both 
heroes and villains, of all different 
races and genders. 1 think another area 
that hasn't been explored is female 
characters, or characters of ethnicity. 
There are some characters that are 
recognizably Italian, but there's little 
ethnicity in comic books, or a 
celebration of the multi-culturalism of 
this country. That's one of America's 
strengths, and I want to introduce 
those characters as well, so you'll be 
seeing white heroes as part of Dakota, 
just as you'll be seeing white villains, 
as well as blacks, Latinos and Asians.” 

*In 50 years of comics, that's a lot of 
white characters!” declares Cowan. 
“That’s cool, but there's a lot of catch- 
ing up to do, and a lot of room to grow. 
Conceivably, there will be white 
heroes as a natural progression, but 
right now, what we're concentrating on 
are our first four books, which are very 
important to us.” 

Derek Dingle sums up the philoso- 
phy of the Milestone creators in this 
way: “One of the things we decided to 
do when we created the Dakota 
Universe, was to make an environment 
that wasn’t all just black heroes fight- 
ing black villains; we all thought it was 
important to have this interracial in- 
teraction. Curtis Metcalf can be leaving 
his company, and Augustus Freeman 
can leave his law firm feeling good af- 
ter winning a case, and walk outside, 
and he still can't get a cab. Those are 
the nuances we want to show in soci- 
ety. Heroism is a momentary thing." «€ 


I the discussion turns to 
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BATTLETECK®, THIRD EDITION 


BattleTech pits BattleMechs, the most powerful 
war machines ever built, against each other on 
the battlefields of the 31st century. Each 
player controls one or more of these 
gargantuan, humanoid fighting 
machines, firing a powerful array of 
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movement, and recording 
damage. The outcome of 
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by the players’ decisions 
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This deluxe edition contains 
everything new players need to 
get into the action, including 14 
1/285-scale plastic ‘Mechs, making it 
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products. 
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BattleTech Compendium™ (advanced rules for 
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Addams Family. Seguel. PP. 
Out fall. AN series. ABC. HB. 
The Airtight Garage. AN. 
Alias. Film. U. S: David S. 
Goyer. P: P. Lenkov, S. Daniel. 
ALIENS vs. Predator. Film. 


Doom’s IV. Film. P/S: 
Rob Liefeld. Am. 


Mr. Magoo. Film. Am/WB. 
2 Model by Day. TV movie. 


Speed Racer. AN TV series. 
Fred Wolf Films. Fall '93 bow. 


DH/Fox. Dudley Do-Right. Film. U. Fox. W/ Famke Janssen. S/P: Film. D: Patrick Read Johnson. 
Q Animaniacs. AN. Fox. Elektra Assassin. Film. J. Loeb II, M. Weisman. D: S: John Lawton. WB. 
WB/Am. Fall. Exosguad. AN TV series. U. — Christian Duguay. Q Spider-Man. AN TV mini- 


Annie. Film. Rastar. 
Archie. LA Film. DIC. 


W/ Robby Benson. Fall bow. 
Q Family Dog. AN specials. 


Pagemaster. AN/LA film. 
Fox/HB. 1994 release. 


series. Fox. Regular daily AN 
TV series to follow in fall '94. 


Barbarella. LA film. Nel. 
O Batman. AN series. AN film 
spin-off for X-mas theatrical 
release. 

Betty Boop. AN film. 
S: Jerry Rees. EP: R. Fleischer, 
R. Zanuck. MGM. 

The Black Cat. Film. 

Black Panther. Film. 
W/Wesley Snipes. Sony. 

Blade. Film. 

Blankman. Film. C: Damon 
Wayans, Eric Gold. Sony. 

Blondie. Film. WB. 

Bonkers D. Bobcat. Syn 
AN series. WD. Fall "93. 


Airing on CBS this summer. 
Fantastic Four. Film. 
Faust. Film. S: Stuart 

Gordon. 

Flaming Carrot. Film. 

The Flintstones. Film. Fred: 
John Goodman. Barney: Rick 
Moranis. Wilma: Elizabeth 
Perkins. Betty: Rosie O’Donnell. 
U/Am. D: Brian Levant. S: Jim 
Jennewein, Tom Parker, Gary 
Ross. P: Bruce Cohen, Colin 


Wilson. Lensing. AN TV special. 


ABC. Fall. 
G.I. Joe. Film. S/D: Sheldon 
Lettich. WB. 


Q Peanuts. Paramount Home 
Video has acquired rights & will 
re-issue all specials & movies on 
video. LA film. P/S: John 
Hughes. WB. 

The Phantom. Film. PP. 

Plastic Man. Film. WB/Am. 
8: L. Wilson. D: B. Spicer. 

Pocahontas. AN film. WD. 
Spring '94. 

Prince Valiant. AN series. 
Family Chan. LA film. S: M. 
Beckner. N. Constantin Film. 

Red Sonja. TV. Lancit. 

Reid Fleming. Film. 

S: creator David Boswell. 


Film. S: Jim Cameron (D), Neil 
Ruttenberg. Summer '95. 
Starwatcher. AN film. PP. 
Q Superman. TV series. ABC. 
Superman: Dean Cain. Lois: Teri 
Hatcher. 
Q Tales from the Crypt-Keeper. 
AN TV series. Nel. ABC. Fall. 
Teenage Mutant Ninja 
Turtles. AN series. CBS, Syn. 
Terry & the Pirates. TV. 
Q The Tick. AN. TV mini- 
series. Fox. Sunbow. 
Time Cop. Film. D: Sam 
Raimi. DH/L. 
Tom & Jerry. AN film. 


Q Cadillacs & Dinosaurs. AN 
series. Nel. CBS. Fall. 
Casper. Film. Am. U. 
A Conan. 52 more AN TV 
episodes. 
Concrete. Film. DH. 
Q The Crow. Film. In limbo 
due to Brandon Lee's death. 
Crusader Rabbit. AN TV. 
Cyberpunk. Film. S: Steve 
Roberts. D: Rene Manzor. 
Deadworld. Film. S: Mark 
Pavia (D), Jack O'Donnell (P). 
Dennis the Menace. Out. 
Dinosaurs for Hire. AN 
series. Fox. 
Dr. Strange. Film. S/D: 
Wes Craven. Savoy Ent. 
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The Green Falcon. TV. Am. 

The Green Hornet. Film. S: 
Chuck Pfarrer. U. 

Incredible Hulk. Film. U. 

Iron Man. Film. 

Judge Dredd. Film. 

Kull. Film. U. S: C. Pogue. 

The Lion King. AN film. WD. 
Nov. '94. 

Lone Wolf & Cub. Film. D: 
John Bruno. S: Bill Wisher. 

Mai the Psychic Girl. Film. 
Q The Mantis. Fox TV. U. EP: 
Sam Raimi, Sam Hamm. 

The Mask. Film. New Line. 
S/D: Chuck Russell. 

The Men in Black. Film. Col. 
P: W. Parkes, L. McDonald. 


P: M. Weisman, J. Loeb II. 
Richie Rich. Film. P: J. 
Silver, J. Davis. S: Jim 
Jennewein & Tom Parker doing 
rewrite. 
RoboCop 3. Out soon. 
The Saint. Film. P: Robert 
Evans. S: Jeff Boam. PP. 
Sandman. Film. 
4 Sgt. Rock. Film. P: Joel 


Out this summer. 
Trouble with Girls. Film. 
Fox/FF. S: W. Jacobs, G. Jones. 
We're Back. AN film. Am/U. 
Fall '93. 
Wizard of Id. Film. Cinergi. 
Wolff & Byrd. TV. Lorimar. 
P: Joel Simon, Bill Todman Jr. 
EP/D: Joe Dante. Fox. 
:] Wonder Woman. AN TV. 
Silver, Bob Zemeckis. S: John Zen. Film. AN series. RS. 
Milius. WB. Q Zorro. Film. S: J. Randal 
The Shadow. Film. S: David Johnson, Joel Gross. TriStar. 
Koepp. P: Martin Bregman. D: LA TV series. F. Chan. AN 
Russell Mulcahy. W/ Alec TV series. Nel. 
Baldwin. Films July. 
Q Sheena. TV series. P: Paul 
Aratow. Col 
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handling. Multiple orders will be shipped 
together. Sorry, we cannot fill Canadian or 
verseas orders. Available only in US, 
Lithograph $79.95 
Poster $19.95 


Total enclosed: $ 

Method of Payment: 

Q Cash O Check O Money Order 
O Discover (2 Visa O MasterCard 


(Account No.) 
Card Expiration Date: / (Mo. / Yr.) 
Your Daytime Phone #: 


Print name as it appears on your card 


Street 


City Zip 


Your signature 
IF YOU DON'T WANT TO CUT OUT COUPON, 
WE WILL ACCEPT WRITTEN ORDERS. 
Please allow 4 to 6 weeks for delivery. 


Ride your computer into orbit with these... 


TREK 


STAR TREK 


MAUSPAN 


የ።ቬቪ= መመ -፤ =ጻ= መብ እ መዉ  ዉ መ መገ 
STARLOG PRESS Send cash, check or 
| 475 Park Ave South money order payable [| 
I NY, NY 10016-1689 to STARLOG PRESS 


1 STAR TREK MOUSE PADS | 
* $16.95 each 


I Please indicate quantity of each being 
ordered. To cover postage and handling, 

1 add $2.50 (Foreign: $7) per pad. 

I Canadian residents add 10% sales tax. 

| STAR TREK Movie Pad 

l NEXT GENERATION Pad 


I Total enclosed: $. 


I Method of Payme! 
13 Cash O Check [3 Money Order 
13 Discover C MasterCard Ovisa 


I 
1 Card Expiration Date: / | (Mo/Yr.) [| 
[| Your Daytime Phone st: I 


Pad size: 10.5" x 10.5" | I 


Use at home, the 


| Print Name As It Appears In Your Card 


The Official Alien" Collectibles! 


Collect and 
display these 
sensational 
model kits, 
uring 


machinery from 
2 ALIEN 

movies. To 
insure 


detail!—each 
model has been 
painstakingly 
researched and 
designed with 
(ርሃ mo! 
personnel 
with ዘ] 
numbers < 
vinyl; mod 
with HAL num 


Approx. To" tall. $99.98 


Queen 
Approx. 14” long 
$119.98 


Creature w/Base 
Approx. 9” high 
$52.98 


Queen Chestburster 
Approx. 46” long 
$139.98 


Warrior w/Base 


Dogburster 
Approx. 9” high. $33.98 


ALIEN™ Plastic/Vinyl Model Kits 


Please indicate quantity of each kit being ordered. 
To cover postage and handling, please add $5.50 per 
item. Sorry, we cannot fill Canadian or Overseas orders. 


Facehugger w/Fetus 
Approx. 46” long 


Nostromo 
Approx. 16” long 
$199.98 


E 


LP ta. 


$124.98 


Facehugger 
Approx. 46” long. $119.98 


Send cash, check or 
money order to: 
STARLOG PRESS 
475 Park Ave. South 
New York, NY 10016 


(Account No. 


Card Expiration Dat 


Space Jockey w/Astronauts 
Approx. 12” long. $79.98 


Chestburster 
Approx. 40” 
long. $89.98 


(Mo. Yr.) 


Your Daytime Phone #: 


Method of Payment: 


Cash A | Print your name as it appears on your card 


| Queen Chestburster HALO4 $33.98 Check (A 


HT21 $139.98 . Facehugger ዘ፲02 $119.98 
___ Creature w/Base — — Dogburster HTO7 $99.98 muuan Money Order (J 
HAL11 $52.98 . — Chestburster HT20 $89.98 መመ Discover .1 
..--ሁ.5.5. Sulaco HAL12 $54.98 _ — Armored Personnel Carrier = Mastercard | cy State 2 | 
g . — Facehugger w/Fetus HALO1 $29.98 Visa 2 

A ዘ፲06 $124.98 Drop Ship HALO2 $44.98 

[| n E — — Nostromo HT03 $199.98 Narcissus HAL10 $44.98 
r z J | _ Power Loader w/Ripley — Space Jockey w/Astronauts 

HALO3 $64.98 HT04 $79.98 


Total enclosed: $ 


office, in school! 


Only $16.95 
STAR TREK: THE NEXT 
GENERATION Scene Your Signature 1046 
Ifyou don't want to cut out coupon, we will accept 


Pad size: 8.5” x 11” I ፤ 
written orders. Please allow 4 to 6 weeks for deliver 
ሥመ. መ.መ pys መ”. 


| Street 
1 


l 

1 E a ] 

[| ያ x 18 — Queen ዘ፲05 $119.98 — Warrior w/Base 
I = 

I Street 


[| City 


THER 
Tur maxr orosnanon 
MOUSPAD If you don't want to cut | — 
out coupon, we accept | Your signature 
written orders. 
TM, & & © Paramount Pictures. All Rights Reserved. allow 4 to 6 weel 


1990. Mofibu Comics Entwtoiement nc 


Ultroverse^ ond € 


1000 Morver Erfertoinmint ፒር nc 


* ond off setofied chorocties ™ ጴ 


19901 Image Comics & Voyager Cormrmunicofions Inc ፪ Mn 


Boomer’ & C 1990 Voyage Communicotionms inc Deoftrmote* & 


MI eights መየ Voihan & s 


1993 OC Comes. 


1993. Mod Leks 66:02” & Supieman^* & 


4 mw 


Youngolaod Staff & Image YV « 


Don't miss another issue! 
ETM is the Biggest & the Best! 
All orders postmarked by 8/14/93 - 
Get a Free Limited Poster featuring the 
new Batman & his new costume! 


|BEST-SELLERS | 


Reg. / Sole 
Alens vs. Predotor Trode  520116.95 
Avengers Greotest Boies $16/12.95 


Botmon Sword of Azroe!  S10/ 7.95 
Batman Venom Trode $10 7.95 
Cobie Trode (Uefieid ort) 517/14.95 
Doredevil & Biock Widow 515/12.95 
Deoth of Superman Trode 55/ 3.95 
Ghost Rider (Issues 1-7) .$13/10.95 
Infinity Gauntlet Trode .... $25/19.95 


Lobo's Back Trade (New!) S10/ 7.95 
Sandman: Game of Chonce $20/16.95 
Spiderman Alien Costume 513/10.95 
Spidey Trade (Issues 1-5) $13/10.95 
Spiderman vs. Venom $1310.95 
Superman: Mon of Steel ... 7.50 5.95 
Supermon: Funerol Trode 750/ 5.95 
Venom Deotntrop Trode 57/ 5.95 
X-Men Dork Phoenix Sogo $13/10.95 
X-Men From the Ashes 517/14.95 
X-Men Masterworks Vol 1 513/ 9.95 
X-Men X-Tinction Agenda .. $25/19.95 


DARK HORSE 


Reg. / Sale 
Aliens Coloniol Marine 5.6 . 2.50/1.95 
Alens vs. Predotor 18] 2 50/1.95 

New! Wrifien by Chris Cloremont! Hof 

Dork Horse Comics 11,12 2 50/1.95 
Eudoemon 1,2 (New!) ....2 50/1.95 
Grendel: Devils & Hell 1 ... 2.95/2.50 
Jomes Bond Amogeddon 3 . $3/2.50 


Next Men 16,17 (Byrne) .. 2.50/1.95 
Tonk Girl 1,2 (New!) 2.50/1.95 
Comic's Greatest World 
Golden City 1-4 1.00 .79 
* Set - Golden City 1-4. 4 00/2.95 
Steel Horbor 1-4 1.00/ .79 
ጽ Set - Steel Horbor 1-4 4 00/2.95 


Reg /Sole 
3.95/3.50 
rol cover! 


Botmon 500 (Collector 


Intro he "new" Botmon 


Block Orchid 1,2 (New!) 1 95/1.75 
DC Universe Trinity 1,2 2 95/2.50 
Extremist | 90) 1 95/1.75 
Golden Age 1.2 (Deluxe) 4 95/3.95 
Lobo Convention Speciol | 1 75/1.50 


Lobo visits o comic convenhon 


Phantom Stronger | (Vertigo) 3 50/2.95 
Reign of Supermen! 


Action 692 (1s! Print) 1 50/1.25 
Adv Supermon 505 (1sf) 2 50/1.95 


Supermon 5 reunded with Lois: 


Mon of Stee! 26 (1sf 1.50/1.25 
Supermon 82 (Collector) 3 50/2.95 


Supermon retums! Hologratx cover! 


Reg. / Sole 
1 951.75 
| 95/1.75 


1963 84.5 (Alon Moore) 
8 oods'rike 3,4 (New) 


2 50/1.95 
/#2 (Pocello 07022 50/1 95 
Extreme 1 Rob Liefeld) 2 95/2.50 


nthology i Lietelg 


Drogon vs Tumes! 48 pgs! 
howk ዘ 2 (New!) | 95/1.75 
Shodowhawk ዘ 3 (New!) 3 95/3.50 
Mos! spectoculor fold-up cover ever 
Shomon'sTeors 3 (New!) 2 50/1.95 
Spawn 12,13 (Hoti) 1 95/1.75 
StormWotch 4(8ጠ Booth) 1.95/1.75 
Stryke Force | (Silvestri) 2 50/1.95 
Stupid 2 (3-0 version)  - 2-95/2.50 
Super-Potnot 1 (Erik Lorsen) 1.95/1.75 
Trencher 3,4 (Keith Giffen) 1.95/1.75 


Tribe 3,4 (Lamy Stromon) 2 50/1.95 
Union 2 (Texiero orf) 1.95/1.75 
Wild CATS Trilogy 2.3 1 95/1.75 
Wild CATS Yearbook 1 3.50/2.95 
Youngblood Strike File 4 2 95/2.50 


MARVEL 


Reg/Sale 
Amaz Spiderman 382(Hulk) 1.25/ .99 
Avengers Terminix Obj 1.2 2.50/1.95 
Cobie 5,6 (A 2.00/1.75 


Thiberf) 


Doredevi , vlo Feor 1 2.95/2.50 
new by Fronk Miller & John Romito 
Dork Guord 1 (New!) 2 95/2.50 
Gene Dogs | (New!) 275/2.25 
Genetix | (New!) 2.75/2.25 
Ghost Rider 42 (Neon ink) 1 75/1.50 
Gun Runner | (New!) 2.75/2.25 


Infinity Crusode 5 (New!) .2.50/1.95 
Lethol Foes of Spidey 1,2 . 1.75/1.50 
Sobretooth 2.3(Wolverine) 2 95/2.50 


Spidermon 39 (Electro) .... 1.75/ .99 
Thunderstrike 1 (New!) . 295/2.50 
New series Dy Dafoico! Foil cover 
Unconny X-Men 305 1.25/ .99 
Venom Funerol Pyre 3 295/2.50 
olverine 73,74 (Hot!) 1 75/1.50 
rine vs. Punisher | ታም 


All n Olen! series! Lots ዕ 
X-Foctor 94.95(እደጴ000) 
X-Force 26,27 (Cobie) 
X-Force Ann 2 (64 pgs) 2 95/2.50 
ent 12 (Rogue) 1 25/ .99 

omi 125/ .99 
1 75/1.50 
nnuo! 2 (64 pgs) 2 95/2.50 
3 95/3.50 


X-Men ሪ 


The gripping "Knightfoll^ storyline concludes as a shocking new 
Batman is introduced in Batman #500! Highlighted by a foil-enhonced, 
die-cut cover - the Batman #500 Collector's Edition is o “must have"! 


Reg. /Sale 
Batman 489-499" 1.25/ .99 
Batman 500 (1s! Print - Collector) 
(64 pages - Reg. $3.95) 3.50 
* Order 3 or more (each) ... 2.95 
Batman 500(Newsstond) 2.50/1.95 
Batman Azrael Trade ዓ510/7.95 
Collects Botmon Sword of Azroei & 1-4! 
Batman T-Shirt (L or XL) .... 14.95 
Goid metallic bat logo on Block! Hof 
Batman Venom Trade . $10/7.95 
The story of the drug thot created Bone! 
Catwoman 1" (Bone) ... 1.95/1.75 
Catwoman 2,3 (19). ... 1.50/1.25 


These new Image titles are hot! 


Reg. /Sale 
Brigade 0 (Origin) 1951.75 
Extreme #1 (New) 2.95/2.50 
Gen-X #1 (New!) 2.50/1.95 


Intro o ho! new teom by Jim Lee! 
She-Bat vs Spawn 3,4 2 50/1.95 
By Neo! Adoms & Todd McForlone! 
Spawn 12,13 (Origin) .. 1.95/1.75 
Stryke Force #1 (New!) 2 50/1.95 
Super-Potriot #1 (New!) 1.95/1.75 


=" 


Aliens vs. Predator || #1 


Batman Venom Trade ... 


The drug that created Bane from LDK & 16-20! 
Brigade #0 (Origin) .......... 
The origin of Brigade! Guest-stors Wild CATS! 
Daredevil: Man Without Fear #1 2.95/2.50 
All new series by Frank Miller & John Romito! 
Dr. Mirage #1 (Valiant) ..... 
Features the origin of Voliont's mos! unique hero! 


Gen-X #ገ (Jim Lee) 


Introducing on oll new team of heroes by Jim Lee! 
She-Bat vs. Spawn 43,4 ...... 
Spawn guest-stors! Art by Neol Adams & McFarlane! 


* Mega-Set - 


N ETM 


.. $2.50/1.95 
ልዘ new violent series written by Chris Claremont! 
Batman Sword of Azrael Trade .$10/7.95 
Contains Batmon Sword of Azroel #1-4 by Quesodo! 


save 1.95/1.75 
— 2.50/1.95 


sa 2.50/1.95 


Featuring art by Jim Lee, Rob Liefeld & 
more, Deathmate features the ultimate 
crossover between Image & Valiant! 


Highlighted by glossy paper & stunning 
foil covers, Deathmate is a “must have"! 
Highest Possible Recommendation! 


Deathmate #1 (Epilogue - Reg. $2.95) 
Joe Quesodo ortwork! Features o stunning foil cover! 
Deathmate Black #1 (Jim Lee - Reg. $4.95) 
Wild CATS & Hard Corps vs. Cyberforce, X-O & Turok! 
Deathmate Blue #1 (Sean Chen - Reg. $4.95) 3.95 
Brigode & Supreme vs. Harbinger, Mognus & Solor! 
Deathmate Red #1 (Rob Liefeld - Reg. $4.95) .. 3.95 
Prophet & Eternal Warrior vs. Bloodshot & Youngblood! 
Deathmate Yellow #1 (Reg. $4.95) 
Armstrong, Shodowmon & Zealot vs. Grifter & Ninjok! 
* Set - Contains all five issues (Reg. $23) . 14.95 
Save money! Contoins all five Deathmote issues! 
10 of each issue (Reg. $228) 149.50 
Includes 10 issues of each Deothmote issue plus 
0 free limited edition premium Deothmote #1! 
Deathmate T-Shirt (Indicate Large or XL) 


Reg. /Sale 
Detective 658-666" | 25/ .99 
Detective 667 (15!) 1.25/ .99 
JL Task Force 5 (1st) .. 1.25/ .99 


* Set - Knightfoll Set* $26/19.95 
Contoins the entire 19-port storyline! 
Legend Dork Knight 50* 3.95/3.50 
Leg Dork Knight 51-53 | 75/1.50 
Shadow of Bat 16,17* 1.75/1.50 
Shadow of Bat 18(1s!) 1.75/1.50 
Showcase 7-9* 1.95/1.75 
Showcase 10 (15!) 1.95/1.75 
Vengeance of Bane 1* | 95/1.75 
* Mos? recent printing (moy not be 1sf)! 


image Sgr 


Yu R 


Celebrating the X-Men's 30th Anniversary with stunning hologram 
Covers, these issues are an absolute "can't miss"! Also, no X-Men fon 
will want to miss X-Men 2099 #1 introducing a future team of X-Men! 


X-Factor 92 (Magneto Pt 1 


X-Force 25 (Mogneto Pt 2 - Hologram - 48 pages - Reg 53.50)” 
Uncanny X-Men 304 (Magneto Pt 3 - 64 poges - Reg $3.95)* 

Hologram cover 
* These issues will be filled with lotes! available printing 


X-Men 25 (Magneto Pt 4 


Reg. /Sale 
Magneto Poster (Jim Lee) 4.95/4.50 
Sabretooth 2,3(Wolverine) 2.95/2.50 
ሀበርዐበበሃ X-Men 305 1.25/ .99 
Wizard X-Men Speciol | | 4. 95/3.95 
Wolverine 73,74(Sentinels) | 75/1.50 
Wolverine vs. Punisher | .2.00/1.75 
* Order 3 or more (eoch) 1.50 
X-Factor 94,95 


125 .99 
X-Force 26,27 1.25/ .99 


At last, the real Superman is revealed in Superman #82!!! 


Reg. /Sale 
Action 687-691* 1.50/1.25 
Action 692 (1s! Prinf) 1.50/1.25 
Adv Superman 500° 2.50/1.95 


Adv Superman 501-504* 1.50/1.25 
Adv Superman 505 (15) 2.50/1.95 
Contains 0 hologrophic cover! Hott 
Death of Superman Trode 4 95/3.95 
Green Lantem 46 (Tie-in) 1.25/ .99 
Man of Steel Trode(Byme) 7.50/5.95 


Reg. /Sale 
Mon of Steel 22-25* 1.50/1.25 
Man of Steel 26( | st Print) 1.50/1.25 
Superman 76-81 1.50/1.25 


Superman 82 (Collector) 3 50/2.95 
% Special - 3 or more (eoch) 2.50 

The reol Superman! Chromium cover! 
Superman: Funeral Trade 7 50/ 5.95 
Superman: Panic In Sky 9 95/ 7.95 
* Most recent printing (moy not be I sf)! 


/ MEGA Hirs!- 


Reg./ Sale 


..$10/7.95 


.2.50/1.95 


2.50 
3.95 


3.95 


16.95 


Reg./ Sale 


Star Trek Deep Space Nine #1 .2.50/1.95 
All new, full color monthly series! Original stories! 
Star Trek Masterpiece Cards (Pack) .. 
New, fully pointed 100 cards series from SkyBox! 
Stryke Force #1 (image) 
All new Cyberforce spin-off by Marc Silvestri! 
Superpatriot #1 (Image) 
All new series by Erik Larsen & Keith Giffen! 
Valiant Cards (Upper Deck - Pack) 
Valiant Cards Box (36 Pack) .. $554/39.95 
All new premium cord series from Upper Deck! 
Wolverine vs. Punisher #1 
Wolverine mus! stop an *insane* 
this all new, very violent 3 issue series! 


Uncanny X-Men Volume 1 


1.50 
.. 2.50/1.95 

1.95/1.75 
1.50 


2.00/1.75 


Punisher in 


$13/9.95 


X-Men Posterbook II (32 Posters) 55/ 3.95 


Hologrom - 2nd Print - 


Reg $3.50) 2.95 

2.95 

3.50 

Ist Print - Reg $3.50) = 2.95 
(Moy no! be 1st.) 


Reg. /Sale 
X-Force Annual 2 (64 pgs) 2 95/2.50 


X-Men 2099 #1 (New!) ] 75ባ.50 
* Order 3 or more (each) 1.25 
X-Men 24 (Andy Kubert) ] 25/ .99 


X-Men Annual 2 (64 pgs) 2.95/2.50 
X-Men Anniversary Magazine $4/3.50 
X-Men perra ዘ dne $5/3.95 
X-Men T-Shirt(Jim Lee - L or XL) 13.95 
X-Men Unlimited 2 (84 pgs) $4/3.50 


Welcome to the Ultraverse, the 


future of superhero comics! 

Reg. /Sale 
Exiles 1 (New!) 1.95/1.75 
Freex 1,2 1.95/1.75 
Hordcose 2.3 1.95/1.75 
Mantra 1,2 (New!) 1.95/1.75 
Prime 2,3 1.95/1.75 
Prototype 1 (New!) 1.95/1.75 
Strangers 2,3 1.95/1.75 


* Special - 3 or more (eoch) 1.50 
Order 3 or more of ony issue & save! 


Reg./ Sale 
Archer & Armstrong 15.16 ... 2.50/1.95 
Blooshot 9.10 (Hott) 2 25/1.75 
Dr. Miroge ! (New!) 2.50/1.95 


ቋ Speciol - 3 of more (eoch) 1.75 
All new by Bob Layton & Bernard Chang’ 
Eternol Worrior 15,16 225.75 
Horbinger 22,23 (Hotf) 2.50.95 
Hord Corps 11,12 2251.75 
Mognus 29,30 225.75 
Roi & Future Force 14,15  2.25/].75 
Secret! Weopons 2,3 2.25/1.75 
Shodowmon 18,19 2.50/1.95 
Solor 26,27 225/1.75 
Turok 4.5 (Tim Trumon) 2.50/1.95 
V Reoder | (New!) 75/ .60 
X-O Monowor 21,22 2251.75 


Comic SUPPLIES 


|, Box 470-E46CS 
Gainesville, VA 22065 
| (703)- -330-3500 


